
This is a digital copy of a book that was preserved for generations on library shelves before it was carefully scanned by Google as part of a project 
to make the world's books discoverable online. 

It has survived long enough for the copyright to expire and the book to enter the public domain. A public domain book is one that was never subject 
to copyright or whose legal copyright term has expired. Whether a book is in the public domain may vary country to country. Public domain books 
are our gateways to the past, representing a wealth of history, culture and knowledge that's often difficult to discover. 

Marks, notations and other marginalia present in the original volume will appear in this file - a reminder of this book's long journey from the 
publisher to a library and finally to you. 

Usage guidelines 

Google is proud to partner with libraries to digitize public domain materials and make them widely accessible. Public domain books belong to the 
public and we are merely their custodians. Nevertheless, this work is expensive, so in order to keep providing this resource, we have taken steps to 
prevent abuse by commercial parties, including placing technical restrictions on automated querying. 

We also ask that you: 

+ Make non-commercial use of the files We designed Google Book Search for use by individuals, and we request that you use these files for 
personal, non-commercial purposes. 

+ Refrain from automated querying Do not send automated queries of any sort to Google's system: If you are conducting research on machine 
translation, optical character recognition or other areas where access to a large amount of text is helpful, please contact us. We encourage the 
use of public domain materials for these purposes and may be able to help. 

+ Maintain attribution The Google "watermark" you see on each file is essential for informing people about this project and helping them find 
additional materials through Google Book Search. Please do not remove it. 

+ Keep it legal Whatever your use, remember that you are responsible for ensuring that what you are doing is legal. Do not assume that just 
because we believe a book is in the public domain for users in the United States, that the work is also in the public domain for users in other 
countries. Whether a book is still in copyright varies from country to country, and we can't offer guidance on whether any specific use of 
any specific book is allowed. Please do not assume that a book's appearance in Google Book Search means it can be used in any manner 
anywhere in the world. Copyright infringement liability can be quite severe. 

About Google Book Search 

Google's mission is to organize the world's information and to make it universally accessible and useful. Google Book Search helps readers 
discover the world's books while helping authors and publishers reach new audiences. You can search through the full text of this book on the web 



at |http : //books . google . com/ 



Sc^A^ . ..J„I"' 



GAME or CHESS. 



?FS^ 



UTiJ 



Jitj\ £ 



It' 



i*n]r.jge.i uud imi.uvoil. jf 



?U^i;^.^- 



F 



SG-'ic-H?. "aa.*^ 



EX 


II B RI 5 






^^^ 



5IIAS W. ROWLAND 



"HARVARD COLLEGE LIBRARY 

FROM THE COLLECTION OF 

ItND 



^^■v^^^^^l^ 



RECEJ 



tER %, 1938 



^Google 



y Google 



y Google 



WALKER ON CHESS. 



vGoogle 



SITUATION ARISING OUT OF THE BISHOP'S GAMBIT. * 




In this position, Black has the move, and should he inadvertently 
support K. Kt. P., by advancing K. B. P. one square (a common 
error), White gives Checkmate in five moves; — beginning by 
checking with Queen at King's Rook's fifth square. — See Bishop's 
Gambit, Game 1, Move 4, page 99. 
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PREFACE 



SECOND EDITION. 



When tliis work was first published, twelve months since, 
it was remarked by the author as being matter of general 
surprize, that while Chess was so much more played in 
England than formerly, and while so many elaborate publi- 
cations on the subject were issuing at intervals from the 
press, no really scientific compendium, of a size and price 
to come within the reach of Chess-players of every class, 
had as yet made its appearance. Cheap books on the sub- 
ject there certainly were, but these consisted of pamphlets 
by HoYLB and such like worthies, interspersed with the oc- 
casional lucubrations of writers pretending to teach, that, 
which it was evident they had, themselves, yet to learn 5 — 
together with the imperfect compilations of Sabratt, who, 
although the first artist of his day^ was too regardless of his 
reputation, to write for the advantage of any but himself, 
and the greater part of whose works are consequently to be 
found only on the book-stalls of the metropolis. — ^To supply 
this admitted desideratum, and in so doing to promote a 
scientific knowledge of Chess, were, then, the motives which 
first induced the author to publish ;^-the result has shown 
the correctness of his views, and he may be excused for 
expressing some feeling of pleasure, at the gratifying success 
which has crowned his exertions. 
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VIU PREFACE. 

In presenting the Chess world with a new edition, the 
author has to explain the causes of the more substantial ap- 
pearance of the present tome. Objections were made to 
those necessary curtailments in the former volume, which 
are now copiously and sufficiently supplied ;— during the 
process of complete revision, much new matter was insen- 
sibly introduced; — and many valuable and interesting addi- 
tions have been made, for which the author is indebted to 
the kindness of his Chess-playing friends. — ^Without invi- 
diously particularizing names, he is deeply sensible of the 
obligations thus incurred by him. 

In the composition of this work, the best authorities, an- 
cient and modem, have been consulted, and their various 
deductions and opinions compared with the theory and 
practice of the most eminent players of the present time. 
Several openings are introduced, which though formerly 
pronounced hazardous, if not ruinous, have been analyzed 
by modem skill, and found to be perfectly sound and cor- 
rect; while others, long established as favorites, have been 
justly rejected as dangerous and imperfect. The author 
flatters himself that in comparing the boldness of Grbco, 
with the certainty of Lolli — the genius of Salvio, with the 
science of Ponziani — and the fine play of Philidor, with 
the skilful accuracy of Lbwis — ^he has been enabled to pre- 
sent the student with much of the varied excellence of those 
writers, without in the slightest degree endangering his 
proper claim to the merit of originality. 

The strongest objection raised against studying Chess from 
books, is founded on the irregular manner in which most 
authors have laid down their openings of games. One party 
is supposed to play wrong, and the other obligingly follows 
his example; the grossest errors are committed on both 
sides, and though the result may be, probably, some inter- 
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PREFACE. IX 

esdng position, played out in a style of scientific brilliancy, 
yet little instruction can be derived by the unskilled novice 
from such glaring incongruities. Tlie moves are not spe- 
cifically pointed out as good or bad, and he is, therefore, 
likely to adopt them indiscriminately. If, when attempting 
some of those models of daring, but dangerous, attack, his 
adversary rudely answers with the correct move, the inex- 
perienced player is immediately thrown out $ — his fancied 
victory is gone, and his security committed ;— he has leaned 
upon a reed, and it breaks beneath his weight. 

Throughout the following pages, the first error committed 
by either party is pointed out, and the consequent loss— 
whether much or little — partial or total — carefully deduced 
from that error. No second fault is committed without 
some particular reason, but, after the first false step, the best 
moves that can be found, are uniformly adopted ; and, in 
general, every move given without comment, maybe de- 
pended on as the best to be made.— Having followed out the 
consequences of the error, if any, to that period beyond 
which analysis is no longer practicable or desirable, the 
game is dismissed ; either when some advantage has been 
obtained by one of the conflicting interests, — or, when, the 
opening having been mutually well played, both parties re- 
main equal. 

The beginner should go through this work deliberately, 
and study the consequences of those moves which are not 
particularly marked. Should either the yoimg player, or the 
more advanced student, complain that particular positions 
and difficulties have not been sufficiently illustrated, it may 
fairly be replied, that this has been purposely done to keep 
the book within moderate dimensions ; and to furnish so 
many solitary studies for the solution of the learner. It is 
probable that some moves here recommended will appear 
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X PREFACE. 

objectionable, and the tyro may think he could suggest 
others preferable ; — ^let him not, however, be too sure of 
this, but rather be diffident of an opinion necessarily supei;- 
fidal. — Unusual care has been taken to avoid typographical 
&ults ; such as remain will be the more readily excused. 
Any notice of real error will always be gratefully received 
by the author *. 

Presuming learners to have acquired a knowledge of the 
rudiments of Chess, as laid down in the first six chapters, 
the author would advise them to go through chapter XXIII. ; 
they may afterwards proceed to examine the various open- 
ings of the game, in conjunction with chapters XXIV. and 
XXV., playing over, occasionally, some of the critical posi- 
tions in chapter XXVI., and reserving till last, the King's 
Knight's Gambit, the Bishop's Gambit, Capt. Evans's Open- 
ing, and the Muzio Gambit. — In directing beginners to 
commence with the ends of games, he does not, however, 
advise them to attend exclusively to the elementary branches 
of Chess, some of which are intensely difficult, and only to 
be understood by finished players (such as the strife of Rook 
and Bishop against Rook, &c.), — ^but would anxiously im- 
press upon them the vast importance of this most neglected 
part of the subject. Many comparatively strong players 
will never take the trouble of studying the theory of manoeu- 
vring the Pawns scientifically at the end of the game, and 
never, therefore, rise above the fourth class.— They appear 
to glory in their idleness, and to thank heaven for their 
ignorance. — ^As Johnson upon another occasion happily ex- 
presses it, — ** they have, indeed, a great deal to be thankftd 
for!" 



* An error of the press occurs at page 64 ; in the First Defence, at move 
15, Black is made to play Q. B. P. one sq., instead of Q. B. P. two sq., which 
is the best move he can make. 
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PREFACE. XI 

Some openings, already giyen at great length by previous 
writers, the author has passed over with a comparatively 
short analysis, and by so doing, and with the assistance 
of a type rarely appUed to works of science, has had 
space to devote to many games, which, like the Muzio 
and Bishop's Gambits, have never, hitherto, been con- 
sidered ^th the attention they deserve, and which will 
therefore, he flatters himself, be found interesting, even to 
playera of the highest grade. He has preferred leaving the 
defence in these, and other openings, for the selection of the 
student from the various specimens adduced, to making a 
separate classification of the attack and defence. From the 
nmnber of variations, consequent upon several of the more 
difllicult games, some amateurs may probably consider them 
too tedious to follow out. — ^This objection will not, however, 
be raised by any one imbued with the real spirit of Chess, 
and to the criticisms of others, the author confesses positive 
indifference. 

"^th no view to pedantic display, or affectation of superior 
knowledge, the author has appended the names of most of 
the leading practical works on Chess, of every age and 
tongue. Students who may wish to dive more deeply into 
the science, have thus a clue afforded, as to the path they 
should pursue. — Some of these authors are exceedingly rare, 
if not altogether improcurable, and it is to be deplored that 
perfect editions of the whole of them, have never yet ap- 
peared in our own language. High praise be given to the 
translations of Me. Lewis, to whom British amateurs are 
justly and deeply indebted for his strenuous and varied 
efforts to promote the cause, — but many of the best foreign 
authors yet dwell in darkness ; known only by name to the 
generahty of our players, and fearing to face the north-east 
encouragement of those, who ought to stand forth as patrons 
of the noble science of Chess. 
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XU PREFACE. 

— ^And is it too much to believe that the time is rapidly ap- 
proaching, when the merits of Chess, not merely as a recrea> 
tion, but as an elegant and superior exercise for strengthening 
the powers of the mind, shall be still more generally acknow- 
ledged ? — ^The author ventures confidently to predict, that 
Chess will, ere long, assume that well deserved rank among 
the useful sciences, to which its claim has been always ad- 
mitted by genius and philosophy. Fathers of families 
should hail it as a powerful auxiliary in training their chil- 
dren to the pleasures of domestic life, by depriving them 
of all relish for those frivolous and exceptionable amuse- 
ments, in which youth too frequently finds a vicious delight. 
— Reading and thinking men will unite to perpetuate a game 
connected with so many historical and classical recollections^ 
so many beautiful and poetical associations; — a game, with- 
out some knowledge of which, no man dared call himself 
'* of gentle blood," in those chivalrous ages, when the 
bold knight left the battle-field but for the Toumay and 
" THE Chbssb ;" — ^when bright eyes looked over the boards 
and fair lips proclaimed the victor. — All will rally round a 
game so hallowed and honored by the sanction of the wisest, 
the bravest, and the most virtuous classes of civiUzed so- 
ciety, throughout every age and clime — Thb gamb of 
Chbss ! 



G. W. 



17) Soho-Square, 
May, 1833. 
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ABBREVIATIONS. 



In conformity with the mode of notation adopted by the best 
authors on Chess, the following Abbreviations are used throughout 
this work. 

K for King. 

Q Queen. 

R Rook. 

B Bishop. 

Kt Knight 

P. Pawn. 

P. P Pawns. 

sq. square. 

ch check, or checks. 

chg .., checking. 

dis. discovering. 

«d. or adv adverse. 

G. P. or Gamb. P Gambit Pawn ♦. 

Mate Checkmate. 

Figures are also occasionally introduced as abbreviations. For 
example — K. 5., or K. 5th, represents King's fifth square, &c. 

« The King's P., or Queen's P., which has taken the sacrificed Bishop's 
Pawn, is, in playing the Gambits, technically called the Gambit Pawn. 
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WALKER ON CHESS, 



CHAPTER I. 

ON THE CHESS-BOARD AND MEN. 

The following diagram represents the board and men at the com- 
mencement of the game. The White pieces occupy the lower half 
of the board. 
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2 WALKER ON GHESS. 

The Board must be placed with a white corner at the right hand 
of the player. Strictly speaking, the division of the squares into two 
colors, is unnecessary ; indeed, it is not unusual in Arabia and other 
countries, to play on a board, or a sheet of paper, merely lined off 
into squares ; the two colors, however, facilitate the calculation of in- 
tricate positions. Most authors account for our manner of placing the 
board by pretending that it originated with the ancients, who super - 
stitiously thought themselves certain of victory, if they had the lucky 
hue of white displayed on their right hand. 

The pieces used in our emblematic war, consist on each side of a 
King, a Queen, two Rooks (or Castles), two Bishops, two Knights, 
and eight Pawns. At the beginning of the game, these pieces are 
placed by each player as follows : — in the corner squares, to the right 
and left, the Rooks are posted ; then, a Knight is stationed next to 
each Rook, and a Bishop next to either Knight ; the King and Queen 
occupy the two centre squares of the line, observing, that the white 
Queen always stands on a white square, and the black Queen on a 
black square; the Kings are consequently opposite. The eight 
Pawns are placed on the eight squares immediately in front of the 
superior pieces. The pieces on the King's side of the board, are 
called for the sake of distinction. King's Bishop, King's Knight, and 
King's Rook ; and the Pawns on the same side, are, the King's Pawn, 
King's Bishop's Pawn, King's Knight's Pawn, and King's Rook's 
Pawn. The pieces and Pawns on the Queen's side, are named in a 
similar manner from the Queen ; as Queen's Bishop, Queen's Knight, 
&c. 

The King can move to any of the squares adjoining that on which 
he stands, but only one square at each move, except in Castling, as 
will be explained hereinafter. Supposing the K. therefore to stand 
on his 4th sq., he could move to K. 3d sq., K. 5th sq., K.B. 3d, 4th, 
or 5th sq., or else to Q. 3d, 4th, or 5th sq. No piece can move to a 
square which is already occupied, unless to take a piece. 

The Queen has the same move as the King, with this important 
difference ; that instead of being able to move only one square, she 
can traverse any number of squares at one move. She, conse- 
quently, combines the moves of the Rook and Bishop, and is the 
most valuable piece on the field of action. — Supposing the Q. to be 
placed on her 4th sq., you will find that she commands 27 different 
squares. 

The Rook can at one move be played over any number of 
squares in a right line ; but cannot move diagonally like the Bishop. 
To illustrate this, place a Rook on either of the corner squares, and 
he may be played in a right line along either of the two files of 
squares he commands. 

The Bishop moves at once over any number of squares diagonally, 
but cannot be played in right lines like the Rook. The Bishops can 
never, therefore, leave the colors they are first placed on. — Place a 
Bishop at the King's 3d sq., and you will see that he commands 

7 
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WALKER ON CHESS. 3 

eleven squares. A Bishop on one of the corner squares only com- 
mands the seven squares which run diagonally to Uie reverse comer 
of the board. 

The move of the Knight is the most difficult of explanation. The 
Knight moves one square forward, backward, or sideway; and 
finishes the move by proceeding one square diagonally ; or, the Kt. 
may be moved at first one square diagonally, and then one square 
forward or sideway. To exemplify this, place the K. Kt on his 
own square, and there are three squares he can move to ; viz., K. 
second square, K. B. third square, and K. R. third square. The 
Knight's range being definite, as to the extent of his move, can never 
be extended like the march of the Queen, Rook, or Bishop ; and it is 
the only piece that can move over another. I am aware, that 
although this would seem to Chess-players, the clearest explanation 
that could be given of the Knight's move, yet to beginners altogether 
ignorant of the first principles of the game, it will appear difficult to 
comprehend. I advise beginners, therefore, as the easiest mode of 
acquiring the moves, to take a ten-minutes' lesson of some friend ; 
or to look over a few games while others are playing. Should you 
be debarred from either of these opportunities, place the pieces at 
once on the board, and resolutely fag through the first game given 
in this work ; in doing this, you will learn the different moves of the 
pieces, and the meaning of most of the technical terms used in Chess ; 
and, altliough you will be perplexed to make out the first half-dozen 
moves, yet, when these are once understood, the remainder will 
easily follow. 

The Pawn can only move forward in a right line, and neither 
backward, obliquely, nor sideway (except in taking, when it moves 
obliquely). The Pawn only marches one square at a time ; each 
Pawn has, however, the option, the first time in the game he is 
moved, of being played either one or two squares ; but in exercising 
this option, may be taken en passant (See article. En passant) 

Each piece (except the Pawn, which is seldom classed as a piece) 
can take in the same direction as it moves. In taking, you lift off 
the adverse piece, and place your own on the square it occupied ; 
and not, as in the game of draughts, on the square beyond. To 
illustrate this, place the White Q. on the square she occupies at the 
beginning of the game, and place the Black Q. en face, with an 
interval of two squares between them ; that is, on the White Q.'s 
fourth square. White may now take the Black Q. by removing her 
off the board, and placing his own Q. on the square thus vacated by 
the Black. You are never obliged to take, but may do so or no, 
without incurring any penalty for refusing the offer. The Pawn 
takes diagonally to the right or left ; constantly moving forward one 
square. To exemplify this, place a White P. on the White King's 
third sq., and two Black Pawns on the Black K. fifth, and Q. fifth 
sq. White cannot now take the adverse K. P. but may take the 
Q. P. by removing it off the board, and placing the White P. in its 
B 2 
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4 WALKER ON CHESS. 

place. Thus the Pawn is the only piece that does not take in the 
same direction it moves. The Pawn takes the superior officers, 
(Queen, Rook, &c.) exactly in the same manner, if they come within 
its range. When a Pawn reaches the extreme square of the hoard, 
it may be exchanged for any piece (except the King), you choose to 
demand ; for instance, you may call for a second Queen, a third 
Knight, &c., supposing your Queen or Knights to be still remaining 
on the board. 

The clearest, and most generally used method of describing the 
moves of a game, and which is observed in the following pages, is, to 
suppose the board divided into two parts ; one of which belongs to 
the white, and the other to the black pieces. Each half of the board 
is then subdivided, and each square has its appellation, taken from 
the different names of the pieces ; as. King's square, Queen's square, 
&c. The line of squares, running in a direct line before the King, is 
called the King's file, and the other files are named from the pieces in 
a similar manner. Observe, however, that the squares immediately 
in front of the pieces in their original position, and on which the 
Pawns are placed, are not called King's Pawn's squares, &c., but 
King's second square, &c., the square before the King's Pawn, too, 
is called the King's third square, and the square again before or 
above that, the King's fourth square. We now cross our own half 
of the board, and the next square in a right line takes Ihe name of 
the King's fifth, or adverse King's fourth square. Proceeding on the 
same file, the remaining squares are entitled King's sixth (or adverse 
King's third), King's seventh (or adverse King's second), and the ex* 
treme square is known as the adverse King's square, or K. eighth sq. 
Apply this to all the other squares and pieces, and you will soon be- 
come familiar with them. When a Pawn has not been moved, it is 
frequently described as being " at its square." It will be found that 
for the sake of brevity I sometimes omit the word " square" alto- 
gether, and direct you to play to K. fourth, fifth, &c The following 
diagram will furnish the best illustration of our mode of naming the 
different squares of the board. The White pieces are supposed to 
have originally occupied the lower half. 
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The Chess-men being placed, the parties begin the engagement by 
moving alternately ; aiming to gain such numerical superiority, by 
capturing your antagonist's ofiBcers, as well as such advantages of po- 
sition, as may conduce to your gaining the victory. He who has the 
first move has at least this advantage, that he may choose his own 
plan of attack, whereas the second player is generally forced to act 
on the defensive for the few first moves ; after which the advantage of 
the first move ceases. Old Barbier quaintly says, " it is an advan- 
tage to have the first move, no less than in a fight to strike the first 
blow, which, I suppose no man but had rather give than receive *." 
The game is not (as in draughts) considered as being won by that 
player who remains with the last man, but by him who can first suc- 
ceed in giving Checkmate to his adversary's King. (See the articles 
Check and Checkmate.) When, owing to particular circumstances, 
neither party is able to give Checkmate, the game is drawn, as will be 
further explained. You will observe that the King is the only piece, 

% The fkmovi Game of Cheise-playe by Jo. Barbisr. Lond. 1640. 8vo. 
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which, from the constitution of the game, is not liable to be taken ; — 
the game being finished without removing the King from off the 
board. 

CHAPTER II. 

ON THE TECHNICAL TERMS. 

Castling. Once in the game, you have the privilege of playing as 
one move, a compound move of the King and Rook, which is called 
Castling. This can only be done, however, under those restrictions 
laid down in the laws. The method of Castling, practised in Eng- 
land, is as follows: — to Castle with the King's Rook you place the 
King on King's Knight's square, and the Rook on King's Bishop's 
square. To Castle with the Queen's Rook, you place K. on Q. B. 
sq., and Q. R. on Q. sq. You will observe, that, in either case, the 
King is moved two squares, and, the Rook being brought over him, 
is placed on the adjoining square. Our mode of Castling, is termed 
by the Italians, " alia Calabrista," from Greco *, the celebrated Cala- 
brese, who adopted it in his work as the only legitimate method. It 
is much to be regretted, that the English players have never intro- 
duced the Italian mode of Castling, in which the King and Rook 
have a choice of any of the intervening squares, as well as those they 
originally stood on, subject to these two curious restrictions : You 
must not Castle in Italy so as to Check on the same move, nor may 
you in Castling, take up such a position as may allow your King or 
Rook to attack any adverse Piece or Pawn. If the leading Chess 
Clubs in this country, including those of London,. Edinburgh, and 
Nottingham, were mutually to agree to Castle after the ItaUaa 
method, it would speedily become the national law, and the superior 
advantages arising from it will readily be admitted by all players 
conversant with the numerous brilliant attacks of the Italian writers, 
few of which can ever be adapted to our method of Castling. It is 
true that we should then clash with France and Germany, as in both 
those countries they Castle as we do ; but it is to be presumed that in 
time they would be sensible of the propriety of following our example, 
and the Italian latitude in Castling would then be instantly acknow- 
ledged throughout Europe. 

Check. The King is said to be in Check, when attacked ; this is 
best explained by practical illustration. Place the King on his own 
square, and suppose your adversary to move Q. to his K. sixth sq. ; 
your King is then so situated, that were he any other piece, he would 
be liable to be taken ; unless you could either take the opposing Q. 
—remove your K. — or place some one of your pieces between his 
Q. and your K. — In this position, as the King at Chess is never al- 
lowed to be taken off the board like the more plebeian pieces, he is 

« Royall Game of Chesse play. (Translated from the Italian MS. of Greco.) 
Land. 1^36. 8vo. ^ 
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said to be in Check. To show the meaning of the term *' check by 
discovery," replace the K. on his sq., and place your adversary's Q. 
as before on his K. sixth sq., with one of the adverse Bishops between 
his Q. and your K. ; then remove the B., and the Q. is said to give 
Check by discovery. A double Check, is, when two pieces give 
Check at once ; a triple Check can never be given according to our 
method of playing the game. 

Checkmate, or Mate. When the King is checked by any piece 
or pawn, and can neither take the piece so checking him, — move K. 
out of check, — nor interpose any piece or pawn, — he is Checkmated, 
and has lost the game. 

Doubled Pawn. A doubled Pawn is a pawn which has left its 
own original file, in consequence of making a capture; and is, there- 
fore, on the same file as some other Pawn. 

Drawn Game. If neither party can give Checkmate, the game 
is drawn. This may happen from a variety of causes ; such as a per- 
petual check, or when both players persist in making particular 
moves. Stalemate also constitutes a drawn game : and it is usual to 
give the game up as drawn, when both are left with a small equality 
of force ; as, for instance, a Queen, or Rook, each, alone with the 
King. — Common sense and courtesy, will point out many situations, 
in which you ought to offer to draw the game. 

En Passant. See the Fifteenth Law. 

En Prise. When a piece can be taken, it is said to be " en prise ;" 
that is, liable to be taken at the option of your opponent 

Exchange. You are said to win the Exchange, when you gain 
a Rook for a Bishop or Knight 

Gambit. An opening in which a Pawn is sacrificed for an at- 
tacking position. Some variations of the Gambit, are distinguished 
by the names of the parties who are supposed to have first introduced 
them, such as the Salvio Gambit, the Muzio Gambit, &c. Others 
for the sake of distinction, are named from some move in the com- 
mencement ; such as the Bishop's Gambit, so called from the Bishop's 
being brought out before the K. Kt, &c. The King's Gambit com- 
prises most of the Gambits which spring from the game being 
commenced by moving K. P. two squares. 

Giuoco Piano. That opening in which, after both players have 
moved K. P. two sq., the first player brings out K. Kt. ; and, on being 
answered with Q. Kt, plays K. B. to Q. B. fourth sq., and his anta- 
gonbt does the same. 

Minor Piece. A Knight or Bishop is called a minor piece, to 
distinguish it from the superior officers. 

Passed Pawn. A Pawn is called a Passed Pawn, when there re- 
mains no adverse Pawn in front of it, either on the same file or on 
either file immediately right or left. 

Stalemate. When your King is not in check, and yet is so situ- 
ated that he cannot move without going into check, (it being your 
turn to play), if you have no piece or pawn that can be moved, con* 
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sistently with the laws of Chess, your King is Stalemated ; and the 
game is drawn. Formerly, it was the custom, absurd as it may 
appear, that he who gave Stalemate, lost the game. 

CHAPTER III, 

ON THE PIECES INDIVIDUALLY, &c. 
ON THE KING. 

As the King can never be taken, his relative value cannot be cor- 
rectly estimated. — At the commencement of the game, it is generally 
bad play to move the King about ; but after the principal pieces, and 
particularly the Queens, are off the board, the King becomes a 
highly useful agent, and ought to be played up to the scene of ac- 
tion. — Avoid leaving your King to receive a check from a Knight, 
or any other piece, that attacks another of your men at the same 
time. — It is sometimes good play not to take a Pawn in front of 
your King ; as it masks him from your adversary's pieces. — When 
you can check, mind that by so doing, you do not improve your foe's 
situation, by allowing him to bring another piece into play, or by 
removing his King. Nothing is more absurd than checking at 
every opportunity, merely because you can check ; it is generally, 
however, good play, if by a succession of checks, you can force the 
King to an exposed part of the Board. 

ON THE QUEEN. 

The Queen is equal to two Rooks and a Pawn ; and superior to 
three minor pieces: but, as in every other measure of relative worth, 
this estimate only applies to general positions. At the beginning of 
the game she is worth rather more than this ; but her value slightly 
diminishes, as the field opens for the Rooks.— The Queen is well 
styled by Ponziani *, as ** the Achilles of Chess," and should not 
be rashly exchanged, even for three pieces ; for, unless your other 
men are well brought out in support of each other, you will probably 
commit the game. Being so important a piece, it is bad play to em« 
ploy the Queen to support any point, that may be as easily defended 
by one of her subordinates.— It is seldom correct to move the Queen 
forward, in the very early part of the game ; as she not unfrequently 
gets hampered by different attacks, in withdrawing her from which 
you lose at least moves, if net "materiel." — When you think you 
can take a Pawn safely with the Queen, be careful that it has not 
been left as a lure, to draw your Queen from the scene of action ; 
many games are lost through making a safe, though as it turns out, 

* II Gluoco incomparabile degli Scacchi, &c. Second and best Edition* 
Modena, 1782, 4to.''Every reference to Pomziani througliout the following 
work relates to this edition. 
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an injudicious capture.— You may sometimes defeat a violent at- 
tack, by offering to exchange Queens. 

ON THE ROOK. 

The Rook is equivalent to a minor piece, and two Pawns; a Rook 
and two Pawns, are also equal to two minor pieces. — At the begin- 
ning of the game, the action of the Rook is greatly circumscribed ; 
but as the field becomes more open, its value increases accordingly. 
—In some few positions, the Rook can draw the game against the 
Queen ; and the Rook generally draws, against the Rook and Bishop. 
— Endeavour to get your Rooks into speedy communication with 
each other ; and when possible, place them so as to command the 
open files.^-A Rook is generally well placed, on the second rank of 
your adversary's pieces ; and it is mostly good play, when your op- 
ponent has played Q. to his K. second sq., and has not Castled, to 
move a Rook to K. sq. ; even although there may be several pieces 
between you and the hostile Queen. — The Rook is the only piece, 
except the Queen, that can give Mate with the single assistance of 
the King. 

ON THE BISHOP. 

The Bishop is equal in value to three Pawns, and may be indis- 
criminately exchanged for the Knight, to which it is, however, su- 
perior by one- twelfth part, as shown by Carrera * and Lolli f ; 
the move of the Kt. being more difficult for the adversary to calcu- 
late, perhaps restores the balance of worth. — >The Bishop, as well as 
the Knight, can generally draw against the Rook ; and the two 
Bishops, or one Bishop and a Knight, can give Mate, when left with 
the King only. — The King's Bishop is an exceedingly useful piece, 
particularly at the beginning of the game, because it can be brought 
to attack the adverse King, either before or after Castling; it is con- 
sequently good play, to offer sometimes to exchange your Q. B. for 
the adverse K. B. — When about to move either Q. P. one sq., or Q. 
to K. second sq., be certain that you are not blocking up your K. B. ; 
which should in many cases be brought out, before either of those 
moves are played. — At the close of the game, if you are strong in 
Pawns, endeavour to get rid of your adversary's Bishops, as they 
prevent the advance of Pawns, better than either the Rooks or 
Knights. 

ON THE KNIGHT. 

Most of the remarks that relate to the Bishop, may also be applied 
to the Knight. — In one position only, can the two Knights draw the 
game against the Queen, while the Bishops can do so in many cases ; 
the two Knights with the KiAg alone cannot aUo give Checkmate. — 

♦ PxsTKO Carrsra del Oiuoro degli Scacchi. MilitelU, 1617, 4to. 
t Osservazioni Teorico pratiche sopra il Giuoco degli Scacchi. Bologna, 
1763, f9l%Q, 
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Do not, because you are told a minor piece is worth three Pawns, 
rashly make the exchange, without there is a probability of success. 
— Observe that the Kt. on the Rook's files, has only half the num- 
ber of squares to play to, that he would command in the centre of the 
board ; do not, therefore, play your Knight to the Rook's file without 
good cause. — At the beginning of the game, the Knights are more 
frequently well placed at the B. third square than at K. or Q. second 
square. — At the end of the game, a Knight is stronger than a Bishop 
with an equal number of Pawns, because the Kt can move both 
upon white and black squares, and therefore possesses greater 
powers of attack. Observe this rule, and you will frequently win 
games, by contriving to be left with the Knight against the Bishop. 
Under similar circumstances, the two Bishops are, however, much 
stronger than the two Knights ; and a Bishop and Knight are also 
slightly superior to the two " Cavalli." — After bringing out both 
Knights to their respective Bishop's third squares, it is frequently 
good play to carry the Q. Kt over to K. Kt third sq., particularly if 
your adversary Castle with K. R. — The problem respecting a 
Knight's having the capacity of moving to each square of the board 
alternately, has not been thought unworthy of solution by Euler, 
De Moivre, and many first-rate mathematicians. A very simple 
method of performing this once considered difficult task, has been 
latterly discovered by a scientific German writer *. Place the Knight 
on any square you like, and begin by moving him to that square 
from which he would command the fewest points of attack ; observ- 
ing, that if his power would be equal on any two squares, you may 
play him to either ; aAd that, of course, when a square is once co- 
vered, it is not to be reckoned amongst those which he commands. 
Continue moving him on this principle, and he will traverse the 
sixty-four squares in as many moves. 

ON THE PAWN. 

The Pawn being worth less than a piece, it is generally better 
play to support it, when attacked, with another Pawn, than with a 
more valuable man. — At the commencement, Pawns are far stronger 
when only advanced two squares, than when pushed further ; endea- 
vour, therefore, to get your K. P. and Q. P , at the K. and Q. fourth 
squares, and keep them in that position until you can advance either 
of them with advantage : this remark applies also to any other two 
Pawns at your fourth squares. — Do not be too fearful of doubling a 
Pawn ; a Pawn doubled on the Rook's file is generally useless ; but 
the Rook's Pawn is mostly stronger when placed on the Knight's 
file, and when removed, makes an opening for the Rook ; it is also, 
frequently, advantageous to bring one of the Bishop's Pawns into the 
centre. — Generally speaking, it is good play to exchange the Bi- 
shop's Pawns for the centre Pawns. — The King's Bishop's Pawn, is 

* Waensdorf des Rosselspiunges, &c. Schmalkalden, 1823, 4to. 
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the weakest point of the game, and should seldom be advanced one 
square only, as it blocks up the K. Kt — An isolated Pawn is rarely 
of much value, if pushed too far before the close of the game. — 
Young players are too apt to advance K. R. P. one square, at the 
beginning of the game, thinking that this move prevents their ad- 
versary from attacking their Knights with his Bishops. Nothing 
can be more erroneous ; for, generally speaking, you might provide 
for the attack in some other way, and by moving your Pawn one 
square, you commit the position of the Pawns on that side, and your 
antagonist frames his attack accordingly ; whereas, by leaving it un- 
moved, it is much more difficult to attack, as you still retain the 
power of advancing one or two squares. You will rarely see good 
players make this move, except in giving odds, when they are 
obliged to act on the defensive, not being able to afford exchanges. — 
It is seldom good play to Castle on that side where your Pawns are 
advanced, but always endeavour, should your adversary have Castled, 
to push the Pawns on the same side against him, should this be 
consistent with the general position of your pieces. 

ON CASTLING. 

Castling according to our method, is more frequently a defensive 
than an attacking move ; do not, therefore, get a habit of always 
Castling, unless your game requires it, as in so doing you frequently 
lose a move. Another disadvantage attending your having Castled 
is, that after that move your position is committed, and your adver- 
sary can frame his attack accordingly; while, before you have 
Castled, he must always be in doubt, and cannot bring the sanie 
degree of force to bear upon you. — When you do not Castle, the 
King's Bishop's second square is generally the best square to play 
the King upon. — It is mostly better to Castle with the King's Rook 
than with the Queen's, but sometimes, by Castling on the reverse 
side to that on which your adversary has Castled, you are enabled 
to push your Pawns down on his King, in great strength. After 
Castling, it is seldom good play to advance the Pawns in front of the 
King ; at least, before the Queens are off the board. Endeavour so 
to bring out your pieces, that you may be certain of being able to 
Castle at almost any point of the game ; and try to prevent the same 
thing in your adversary's game, either by a Check, which would 
force his King to move, or by getting the command of one of the 
squares, over or on to which he must pass in Castling. 

CHAPTER IV. 

GENERAL REMARKS. 

Thb General Rules, laid down by most writers, for acquiring a 
knowledge of the science of Chess, may all be summed up in ^is 
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learned axiom, ** Play as well as you can." It is hoped that the 
following remarks do not come under this description. 

The art of playing well at Chess, consists principally in gaining 
moves, hy making your adversary play forced or defensive moves ; 
an attacking player is therefore more likely, generally speaking, to 
become skilful, than one who confines himself merely to acting on 
the defensive. 

In Chess, it is not the greater number of pieces, but the strongest 
position, that wins the game ; if you can rapidly concentrate the 
powers of several pieces to bear upon the adverse King, you will 
frequently force Checkmate at the expense of a piece, while the op- 
posing army are from some cause or other, " hors du combat" — 
Napoleon, in Italy, was the beau-ideal of a Chess player. 

Move your pieces out before your Pawns ; or you will in general 
be prevented from framing a strong attack, by the intervention of 
your own Pawns. 

Some players learn one particular debOt, and never attempt any 
other.- It is, certainly, desirable to be thoroughly versed in some 
very attacking game, but " toujours perdrix," is, to say the least of 
it, in exceedingly bad taste.— Pique yourself on playing every open- 
ing in its turn. 

Never touch a piece without moving it, and never suffer your op- 
ponent to infringe the laws of the game more than yourself! If you 
play with a stranger, agree beforehand that the strictest rules shall 
be observed. No player can improve, who gets a habit of taking 
back moves ; a person doing so, contending with one who plays ho" 
norably and fairly, has as great an advantage, as if the other were 
to give him the odds of a piece or two. 

When your game is really desperate, do not. protract a surrender 
too long, but give up with as good grace as possible. — The vnsest 
man is inwardly chagrined on losing at Chess, but the fool, only, 
allows this feeling to be perceived by his adversary. 

Do not fiill into the habit of preferring to play with the black or 
white men, and to prevent your contracting this preference whei) 
studying from the books, play the different colors alternately. 

Between two beginners, the loss of a piece is of no great conse- 
quence ; carry this principle further, and you will see that even be- 
tween two good players, the mere gain of a Pawn is nothing : from 
this I deduce that you should generally play the Gambit, and the 
most attacking openings. If Philidor could sit down to play vnth 
PoNziANi, the advantage of a Pawn in the beginning of the game 
would most probably decide the event ; — ^but we are not all Phi- 
LiDORS. A player may frequently lose, the first time of playing, 
with one far inferior to himself; never therefore make up your opi- 
nion as to the relative strength of two players, until they have played 
at least five-and-twenty games. 

Never play with a better player without offering to take odds, nor 
with an inferior in skill, without insisting on giving such odds as 
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will make the game interesting to you. Nothing can be more un- 
gentlemanly than to expect a superior player to fiimish amusement 
without reciprocity — Young players are more apt to be vain of their 
skill, than they will be, when better acquainted with the game ; do 
not with this feeling offer to give odds to a stranger, for fear he 
should be able to give you the Rook ; — such things have been. 

In receiving the odds of a piece, do not accept the Gambit, but 
rather play K. P. one square, on your first move. — You will gain 
more improvement by winning, no matter how, two or three games 
of a better player, than by losing twenty or thirty through allowing 
him to establish the attack he meditates. There is one disadvantage 
though, in playing K. P. one, that if you do it always, a strong 
player will not like so well playing with you, as the games will be 
comparatively ** flat and unprofitable :" — he will get tired of wasting 
his fine play upon your brute force, 

I cannot help warning you against the foolish habit of hovering 
with your hand over the board, for a quarter of an hour before you 
make your move ; this is a gross impropriety, and very annoying to 
your antagonist Dr. Franklin ought to have noticed it in his ex- 
cellent papier on the morals of Chess. 

Do not appear impatient at any length of time your opponent may 
take in moving. Barbier's advice is here so much to the point, 
that I must once more quote from that most amusing of Chess writers. 
** Doe not," saith he, ** at any time that thou playest at this game, 
" out of a conceit that any thing becomes thee well, stand singing, 
** whisUing, knocking, or iinckeringy whereby to disturbe the minde 
" of thy adversarye, and hinder his projects ; neither keepe thou a 
" calling on him to play, or hastening of him thereunto, or a showing 
'* of much dislike that hee playeth not fast enough ; remembring 
<* with thyselfe, that besides that this is a silent game, when thy 
" tume is to play, thou wilt take thy owne leasure ; and that it is the 
" Royall law so to deale with another, as thyself wouldst be dealt 
« withall." 

Avoid being tedious on moves, where you have little or no choice. 
I have seen people dwell for five minutes or more, over a position 
in which their King was Checked, and had but one square to go to. 

All very fine players appear to play slowly, because in difficult 
situations they are a long time in moving ; probably if you had their 
skill, they would not seem so tedious. A first-rate player is, per- 
haps, in a particular case, twenty minutes making a move — " What 
a slow player !" is the cry of the looker-on ; forgetting that the ve- 
teran has been exploring the consequences arising out of a dozen or 
more moves, none of which moves are in the remotest degree visible 
to the impatient tyro. Some fine players who have incessant practice^. 
play both well and fast; but I advise the beginner to play very slowly 
on all occasions. I often see bad players dash so hastily at a move, 
that I cannot but think they are afraid of the pieces running away. 

It is an erroneous though commonly received opinion, that the 
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looker-on sees the game best ; he may see some particular moves 
better than the player, hut (supposing they possess an equal degree 
of skill), the player in general sees more than he. 

Next to constant practice, nothing facilitates improvement so 
much as looking over better players, and studying the different works 
that have been written on the game. Indeed, I am convinced from 
experience, that supposing two players to be possessed of equal ap- 
titude, and to devote an equal time to play, if the one were to study 
from books, and the other entirely to neglect them, the former would 
in a very short time be able to give his friend the odds of a piece. 
Do not, however, fall into mannerism by always playing book open- 
ings ; one of the greatest advantages to be derived from a knowledge 
of them, is the knowing how and when they may safely be departed 
from. It will be said that there are many fine players, particularly 
in France, who have never scarcely looked into a Chess book ; — to 
this I reply, that all such players must have had incessant practice in 
actual play, which naturally supersedes the necessity of intense 
study. 

I have heard it remarked — " but what is the use of studying 
games and positions that may never occur ?" — True ; but when you 
teach a boy arithmetic, you give him particular sums and problems 
to resolve ; these problems will never occur to him in real life, but 
in learning to work them, the young student becomes perfected in 
the common rules of figures necessary to their solution. — Chess 
players acquire, also, an improved style of play from books, and si- 
tuations occur every day, which they may win, from having met with 
something nearly, if not quite, similar, in the course of their solitary 
studies. 

It is a good plan, to play over afterwards by yourself such games 
as you have lately played ; if you have lost them, try whether they 
could not have been saved, and examine from what move your error 
is to be dated ; if you have won, try whether you could not have im- 
proved the attack. You will find it difficult at first to go through 
the moves of a game afterwards; but with a little practice, this may 
be soon acquired. 

Numerous situations occur in the following games, in which it is 
said that one party can Checkmate in a certain number of moves ; 
some of these positions are, in fact, highly curious as well as difficult 
problems. I advise you in all such cases to make a drawing of the 
situation, and write down the solution in all its ramifications. After 
working out two or three such positions you will find the advantage 
of this recommendation. Should you think you can solve any such 
position in a less number of moves than that which is given, or from 
not being able to do it in that number, think you have discovered an 
error, be quite sure you are correct before pronouncing judgment. 

Chess may aptly be described as a race in which he who can gain 
a move or two on his antagonist is the most likely to reach the goal 
first 
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At the end of the game should you be left with a slight inferiority 
of force, such as Kt., Bishop, and two Pawns, against a Rook, Bishop, 
and two Pawns, you have generally a better chance of drawing by 
exchanging as much as possible, than by a contrary mode of play. 
The more pieces there are on the board, the greater chance of 
winning is there for him who has the superior force ; do not, there-, 
fore, when left with a surplus Pawn or some other trifling advantage 
of power, be too eager to change off the pieces. 

When looking over a game, do not be too forward to criticize the 
moves as they are made ; few players will feel comfortable under 
this species of annoyance. If you are a superior player, you may 
venture sometimes to pass your opinion, but it is better generally to 
wait till called on to do so. — If you are a worse player, hold your 
tongue ; your remarks will mostly be wrong, but should you, by 
chance, once out of a thousand times be in the right, the better 
player will not thank you for proclaiming his error, but will rather 
wis^ you walked out of the room for your gratuitous impertinence. 
In saying this, do not suppose I would not have you ask an occar 
sional question of a good player, which may lead to your improve- 
ment ; the better a man plays, the more liberal and ready will he be 
generally found in giving help and encouragement to the debutant. 

In concluding this part of my subject, I have to request, of such, 
persons as do not wish to make Chess a matter of study, not to think 
that the difficulty of acquiring a tolerable knowledge of it, amounts 
to the impossibility there may appear to be attendant on it One o{ 
the peculiar beauties of Chess is, that if two beginners are equally 
matched, they feel quite the same interest in the game, as if they 
were thoroughly learned in its mysteries. Indeed, they perhaps 
enjoy it more than the very greatest players, who having conquered 
every difficulty, have no longer any [opponents who can contend 
against them ; and who having, when they play, their reputation at 
stake, feel the greater degree of mortification at being occasionally 
defeated. — The beginner may rest assured, that by patiently going 
through this work, he will acquire, with occasional practice, suffi- 
cient skill, to win of nearly all the players he may ever chance 
to meet with in society. 

CHAPTER V. 

LAWS OF CHESS; ADOPTED BY THE LONDON CLUB. 

No. L 

The Board must be placed with a white corner on your right 
hand, at the lower part of the board. If the board be improperly 
placed, and the mistake remain undiscovered until four moves on 
each side have been played, the position of the board cannot be 
altered during the remainder of that gatne ; but if the error be dis- 
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covered before four moves have been played, either player hai a right 
to insist on recommencing the game. 

No. II. 

In beginning the game, should there be any of the pieces placed 
on wrong squares, or any pieces omitted to be placed on the board, 
the position may be rectified and such pieces added ; provided, as 
before, there have not been four moves played on each side ; in that 
case, the game must be played out as the pieces stand, and without 
such as are not on the board. 

No. III. 

If a player, in giving odds, omit taking off the piece or Pawn he 
has engaged to give, before four moves on each side have been 
played, he must play out the game with all his pieces as they stand} 
and, even though he should give Checkmate, the game is to be con- 
sidered as drawn. If he discover his error before playing his fourth 
move, the game must be commenced <* de novo." 

No. IV. 

When no odds are given, it is usual to draw lots for the first move 
of the first game ; the parties afterwards take the move alternately. 
When the game is drawn, the player who began that game, begins 
the next ; — for a drawn game is to be reckoned as no game, or as if 
that game had never been played. — The player giving odds, may 
use which men he pleases ; but when no odds are given (supposing 
both to want the same colored men), the question is decided by lot. 
During the sitting, each player continues to use the same colored 
men. 

No. V. 

A player giving odds, has always the first move, unless it be 
otherwise agreed. The player engaging to give the Rook or Knight, 
may give ^hich R. or Kt he likes ; but in giving the Pawn, it is 
always understood, that the King's Bishop's Pawn is to be given *. 
In receiving the odds of the Pawn and the three first moves, or more, 
the player must not pass his own half of the board in taking 
these moves. (He might otherwise force Checkmate, by taking 
three moves as follows: — 1. K. P. one square — 2. K. B. to Q. third 
square — 3. Q. checks, &c.) 

No. VI. 

If a player touch one of his pieces or Pawns, it being his turn to 

* From the following, passage in the earliest practical work published on 
Chess in this country, we learn that this rule was even then acted on. 
'* When the advauntage of a Paune is geven, it is the custome to take 
awaye that of the King's Bishoppe, because that it is the best." See^Row- 
bothum's pleasaunt and wittie-playe of the Cheasts renewed {reviewed) :— 
London, 1562. Svo. 
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play, he must move the piece so touched, unless at the first instant 
of touching it he say '' j'adouhe ;" (an obsolete expression, signify- 
ing " I adjust," or " I replace.") If a piece be improperly placed, 
or should fall off the board, you must still say "j'adoube"in re- 
placing it, should it be your turn to move, or you may otherwise be 
obliged to play the piece as above. (Of course, the saying " j'adoube" 
will not exonerate you from moving the piece touched, unless sud 
while in the act of first touching H. A player might otherwise hold 
a piece in his fingers for five minutes, while hesitating on the move, 
and then saying " j'adoube," restore it to its place, and play another 
instead I) 

No. VU. 

If a player touch his King, it being his turn to play, and then find 
that he cannot move him without going into check, no penalty can 
be inflicted, on his replacing the King, and playing another piece in- 
stead. If, also, he should touch a piece, which cannot be played 
without leaving the King in check, he must move his King ; but 
should the King be unable to move, without going into check, no 
penalty can be inflicted. 

No. VIII. 

Should you, however inadvertently, touch one of your adversary's 
pieces (it being your turn to play), without saying " j'adoube" in 
the act of first touching it, you must take that piece, if it can be 
taken. Should you be unable to take it, you must move your King ; 
but if the King cannot move without going into check, no penalty 
can be inflicted. In any case of being obliged to play your King, 
you cannot Castle on that move. 

No. IX. 

As long as you hold a piece on any particular square, you may 
withdraw it at any time, and play another move with the same 
piece ; but after once quitting your hold, the move is committed, and 
cannot be retracted. (This law ought, certainly, to be revised, and 
the move to be considered as completed, on touching a square with 
the piece. It is extremely annoying, to see your adversary hovering 
about and resting on several squares with a piece, beforetfixing on its 
point of destination. In Italy, after touching any particular sq. with 
a piece, you may move that piece to any square that is more remote, 
always assuming that you have not quitted your hold, put may not 
retrograde to any square nearer home. Placing the finger on the 
board, in planning a move, is also a bad habit, though strictiy legal). 

No. X. 

Should you, by mistake, move one of your adversary's pieces in- 
stead of one of your own, you may be compelled, at the option of 
your opponent, either to take the piece, if it can be taken-^to replace 
C 
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it where it stood, and move your King — or, to leave it on the aq^Hare 
to which you have inadvertently played it (In this, as in every 
other case, should the King be unable to move without going into 
check, that part of the penalty must be remitted). 

No. XI. 

If you should capture a piece, with one that cannot take it with- 
out making a false move, you must either take such piece, with one 
that can legally take it, or, move the piece touched. (To exemplify 
this law, let us suppose that you take a piece with a Rook, giving, by 
mistake, to such Rook the move of a Bishop ; you may, in that oase^ 
be obliged either to play the Rook, or to take the piece, should it be 
" en prise" of any of your pieces.) 

No. XII. 

Should you unthinkingly capture one of your own pieces with an- 
other, you may be compelled to play either of the two, at the option 
of your adversary. (The case of your taking one of your adversary's 
pieces with another, is met by Law X). 

No. XIII. 

The player making a {aXse move (moving a Rook, for instance, as 
if it were a Knight), may be compelled — either to leave the piece 
where he has played it — to move it to a square within its proper line 
of action — or, to replace it and move the King instead. 

No. XIV. 

If a player make two moves in succession, he must replace the 
second piece ; or, by way of penalty, his adversary may insist on both 
moves remaining ; and may go on with the game, as if only one move 
had been played. 

No. XV. 

When a Pawn advances two squares, your adversary has the 
option of taking it ** en passant" with a Pawn, but not with a piece. 
(Suppose, for example, your adversary's King's Rook's Pawn to be 
at your K. R. fourth square, and you push K. Kt P. two squares; in 
this case, he is at liberty to capture your K. Kt. P. with his K. R. P., 
taking off your Pawn, and placing his own on your K. Kt. third 
square). 

No. XVI. 

You are not allowed to Castle under either of the following cir- 
cumstances. Firstly, if your King has moved. — Secondly, if he is in 
check. — Thirdly, if either of the squares which the King must tra- 
verse or play to in Castling, is commanded by one of your adversary's 
pieces. — And, lastly, if &e Rook with which you intend Castling* 
has been previously moved. Should you Castle in either of these 
7 
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cases, you may be compelled to recall the move, and your antagonist 
has the choice of obliging you to play either your King or Rook. 
(You are not deprived of Castling from your King having been in 
check, nor from your Rook's being at the time under attack. You 
may also Castle with d. R., if the Q. Kt square be commanded by 
one of the hostile pieces, as the King has not to pass over, or on to 
that square. A player giving the odds of the Rook, may Castle on 
that side of the board, as if the Rook so given were in its proper 
place). 

No. XVII. 

When you Check the King, you must always apprise your adver- 
sary of it, by saying " Check," or he is not obliged to notice it ; but 
may play some other move, as if no Check had been given. If, also, 
after neglecting to say Check, the King should remain in Check for 
one or more moves, and on your then perceiving it, you should attack 
one of his pieces, at the same time saying ** Check," you can derive 
no advantage from this ; for every move that may have been played 
since you first Checked his King must be recalled on both sides, and 
your original Check must then be provided for. (We do not say 
** Check," upon attacking the Queen). 

No. XVIII. 

Supposing you discover your King to be in Check, and to have re- 
mained so during two or more moves, without your being able to 
ascertain how it first occurred ; — in this case, you are at liberty to 
retract your last move and provide for the Check. 

No. XIX. 

If your antagonist should say ** Check," without at the same time 
really giving Check, and you should in consequence have moved your 
King, or interposed a piece — you may retract this move, provided 
you discover the error before your adversary plays again. 

No. XX. 

When you have advanced a Pawn to the extreme rank, or eighth 
square of the board, it immediately assumes the power of any piece 
you choose. (The constitution of the game would of course not 
allow of your demanding a second King, but you may have as many 
Queens, Knights, &c. on the board at once, as you can get It is to 
be presumed from the wording of this law, that you might not call for 
a Pawn, and replace it at its own square ; but might certainly, for 
argument's sake, leave it at its eighth square, as a Pawn), 

No. XXI. 
Stalemate conititutes a drawn game. 
o2 
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No. XXII. 

If you remain with the Rook and Bishop against the Rook, or with 
both Bishops, or with the Knight and Bishop, against the King only, 
you are bound to Mate in fifty moves at most, or the game is drawn. 
The moves must be reckoned from that point, at which your opponent 
gives you notice that he intends computing them. As in every other 
case, in which the number of moves is specified, these moves must be 
fifty on each side. Should you remain with greater force than the 
above, as, for instance, with Q. and K., against the K., the same law 
must be observed. Should you, however, have undertaken to Mate 
with any particular piece or Pawn — or on any specified square — or 
to compel your antagonist to give you Checkmate or Stalemate — ^in 
all such cases, you are not to be restricted to any given number of 
moves. 

No. XXIII. 

If you undertake to win any particular position, and your adver- 
sary should draw such position, you lose the game. (Should you, for 
instance, undertake to win three games running, and your opponent 
draw one of them, you lose the match. At first view this may appear 
to clash with that law which declares a drawn game to be no game ; 
but on a little reflection, the justice of the case is evident) 

No. XXIV. 

Whatsoever irregularity may have been committed, you cannot 
inflict any penalty, after moving or touching a piece. 

No. XXV. 

Should any dispute occur, as to points of the game for which the 
laws have not provided, the question ought to be referred to a third 
party : and the decision then given must be considered as final. 

CHAPTER VI. 
FIRST INTRODUCTORY GAME. 

The following is a badly played game, introduced on purpose to 
show, practically, some of the most prominent errors young players 
are apt to fall into. It is also so arranged, as to contain moves which 
lead to a clear explanation of the greater part of the technical terms 
used at Chess. In the course of this work, I have invariably ad- 
dressed my observations to White, and have spoken in the third 
person of Black, as being White's imagined antagonist 

WHITE. BLACK. 

1. JT. p. advances two squares to K, fourth sq. — As no piece but the 
Kt can play before a Pawn is moved, it is better to advance 
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a Pawn on the first move. The K. P. is the best P. to move, 
as it liberates your pieces better than any other. — Every 
Pawn on its first moving, may march eidier one or two 
squares. 

1. X. P. also two sq, 

2. K, Kt. to JT. B, third sq.^-^This move is well played, as you at 

once attack the adverse Pawn, which your opponent must de- 
fend to prevent you from taking. 

2. Q. P. one sq. — Black would do 
better to defend P. by moving Q. Kt to B. third sq. ; by 
moving Q. P., he partly confines his K. B. 

3. K, B. to Q. B. fourth sq, — This is generally the best square to 

play K. B. to, at the commencement of the game, as it attacks 
the weakest point of your adversary's position, viz. his K. B. P.; 
it is true, that his King defends it at present, but if you can 
bring a second piece to bear on it, he must also, in order to 
save it, bring another to its defence. 

3. K. Kt, to B, third sq.— Eager 
to attack K. P., he brings out this Kt. prematurely. 

4. Q. P. one sq. — You defend your P., but ought rather to have ad- 

vanced K. Kt to K. Kt fifth sq., which would have defended 
K. P., and at the same time have attacked K. B. P. 

4. Q. B. to K. Kt. fifth sq.— This 
move is not a bad one, as it prevents your K. Kt from moving ; 
he might also have offered to exchange Bishops, by moving 
Q. B. to K. third ; if you had then taken his B.,' he would re- 
take with P., and a doubled Pawn in that position would be 
no disadvantage to him, but the contrary. — Your K. Kt is 
now said to be en prise. 

5. Q. Kt. to Q. second sq. — You play this Kt in order that if he 

take K. Kt you may take B. with Kt : — very well, but this 
move blocks up your Q. B., and was besides, at present, totally 
wmecessary, as the Q. could retake. 

5. Q. to K. second sq. — A bad 
move, because it confines K. B. ; he should have played Q. 
B. P. one sq., or brought out Q. Kt. 

6. Castlest by moving K. to K. Kt. sq., and K. R. to K. B. sq. — 

There is no danger in this move, though it may not be your 
strongest 

6. Q. Kt. to B. third sq.—Ue 
might have advanced Q. B. P. one sq., in order to move Q. P. 
one sq. on the next move ; supposing he had done all this, 
and that you took Q. P. with K. P. he would retake with 
Q. B. P., and have two Pawns advantageously placed in the 
centre of the board. 

7. Q, B.P.one square. — Good; it prevents Q. Kt from advancing. 

7. Castles with Q. R.i hy moving 
K* to Q. B, sq., and Q, R,to Q. sq. — He castles on the oppo- 
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site side of the board ia order U> posh his Pawns on your 
King ; he ought rather to have liberated his K. B. 

8. K,^ P, one sq. — ^You attack B., in order to make him take Kt, 

or retreat ; you, however, weaken the position of the King, 
by advancing this Pawn at present 

8. B. takes JT^—He might alio 
have retreated B. to K. R. fourth square. 

9. Q. takes B, — It would have been better to take with Kt, as your 

Q. B. rernuns obstructed ; you did well not to take with K. 
Kt P., as you would have exposed your King ; and your 
K. R. P. would have been an isolated Pawn, which is seldom 
worth much on the Rook's file. 

9. Q. R, P. one sq, — Black plays 
thus, to prevent your attacking his Q. Kt with your K. B. ; 
he would not have been injured by this attack, and should 
not, therefore, lose a move in guarding against it As his 
move is utterly worthless, you have the same advantage as if 
you were allowed to move twice running. 

10. Q,to K. B, fifth sq, checking* — His King is now in check, and 

would be liable to be taken, were he any other piece. You 
play badly in giving this check, as you will see that you lose 
a move, in getting your Q. away ; while, by leaving the check 
open, you might presently have gained some advantage by 
giving it — This is a good example of an useless check. 

10. X. to Kt, »j.— Being in check, 
he must either move K., interpose some piece, or take your 
Q. ; he cannot do the latter, and therefore moves K. — If he 
had interposed Q. at Q. second, you might take K. B. P. with 
B. ; for he could not retake B. with Q., as he must not leave 
his K. in check ; and, if he then took your Q. with Q., you 
would retake his Q. with K. P., remaining the winner of a 
Pawn. 

11. Q. Kt. P. two sq, — This move is not, perhaps, your best, but 

yet it has an object, which is to prevent him from attacking 
K. B. with Kt — I would rather hear a beginner give a bad 
reason for making a move, than give none at all. 

11. K, Kt. P. attacks Q. 

12. Q> to K, B, third sq, — Your Queen is now forced to ii^reat, and 

he has opened a path for his K. B. ; all in consequence of 
your giving an useless check. 

12. K. B, to R, third sq. 

13. Kt, to Q. Kt, third sq. 13. B, takes 5.— He plays well 

in taking this B., for, as his own B. is not defended, he must 
otherwise move it away, and that would be losing a move. 

14. Q, R, takes B, — The B. must be taken, but the question is, with 

which piece ? If you retake it with Kt, your Kt is out of 
play ; but I should have preferred taking it with the other 
Rook, as, when the adverse K. has castled, it is good play to 
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get your Rooks in frost of his K., and then advance Ae inter- 
mediate Pawns. 

14. K,R,P,two$q, — He advances 
this P., on the principle of my last observation. — If he had 
Attacked your K. B. with Q. Kt. P., you could play it to Q. 
fifth square. 

15. Q. P, one sq. — Black ought to take this P. ; — ^it does not follow, 

that, because I pass a move over in silence, I approve of it. 

15. Q.KtP,two»q, 

16, Q. P, advances. — You advance this P., in order to take his Kt, 

if he capture 6. : but, you do not see, that, after taking B., his 
P. attacks your Kt ; so that you lose two pieces for one. — 
Still your move is radically good, as I shall presently show 
you. 

16. P. takes B, 
\% P. takes Kt, 17- P. takes Kt, 

1& Q. R. P, takes P.— You have lost a Kt, but have a strong attack 
on his King, through his having moved the Pawns in front of 
K., and through the excellent position of the doubled Pawn, 
at Q. B. sixth. — A good player would have moved Q. to Q. 
third sq., instead of taking P., but it comes to nearly the 
same thing. 

18. K. R, P. one sq. — Black is so 
intent upon following up his own attack, that he overlooks the 
hold you have upon him. If you now play Q. to Q. third, 
you have a forced won game ; for if he allow you to take Q. 
R. P., you give Checkmate, next move, by moving Q. to Q. 
Kt seventh; if, again, he defend P., by moving K. to R. se- 
cond, you win by playing Q. R. to QU R. sq. 

Having shown that you have a won game, I shall now sup- 
pose you to overlook this attack altogether, and play 

19. K. Kt. P. two sq. 19. P. takes P. en passant.— 

Black takes off your K. Kt P., and places his K. R. P. on 
your Kt third sq. ; I do not say he plays well in taking P., as 
he still leaves his K. opposed to the same menaced attack. 

20. Q, takes P. — I often see beginners, and even persons who be- 

cause they move the men about call themselves players, so 
eager to catch up a Pawn, that they overlook the fortunate 
opportunity of making an irreparable attack; you ought still 
to have moved Q. to Q. third sq. 

20. Kt. takes P. 

21. Q.to K. Kt. second sq. — It would now have been too late to play 

Q. to Q. third sq. ; why, I leave you to discover. 

21. Kt. to Q. seventh sq. — If yon 
were now to allow Black to take the Rook, he would be sud 
to WIN THE Exchange. 

22. K,R.to Q. sq. 22. K, R. to R. fourth f^.— This 

move is well played ; if you take Kt with R., he plays K. R. 
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to the Kt fourth sq. ; and, as your Q. could not move away, on 
account of leaving the K. in check, you would lose your ^» 
for the Rook. It is true, you would also get the Kt, but that 
would not be an equivalent compensation. 

23. K» to R. second sq. 2S, Q. R. to K, R, sq Black 

doubles his Rooks to attack K. R. P. — Ascertain whether he 
could, or could not, have played a stronger move. 

24. R. takes Kt. 24. R. takes P. chg.—TMa check 

is not useless, but gives him a fine game ; not liking to give up 
the Q. for the Rooks, White moves K. 

25. K. to K. Kt. sq. 25. R. to adv. K. R, sq. chg. — A 

very good move ; as you vnll see he wins a dueen and a Rook, 
in exchange for his Rooks. 

26. Q. takes R. 26. R. takes Q. chg. 

27. K. takes R. 2fJ. Q. to K. R. fifth sq. ch. 

28. K. to Kt. second sq. 28. Q. to K. Kt. fourth sq. ch. — 

You see how dangerous it is, to allow a piece to check your 
King and another piece at the same time. 

29. K. to B. third sq. — Your game ought to be lost ; but you do not 

mend it, by moving K. to so exposed a situation. 

29. Q. takes R. 

30. R. toK. Kt.sq. — If you had played R. to Q. Kt. sq., Black would 

win it by checking K. and R. ; if you had moved it to Q.. R. 
sq., he would win it by taking Q. B. P., giving a divergent 
check ; lastly, if you had played it to K. R. sq., he would also 
win it, next move, by checking K. at Black's Q. fourth sq. 

30. K. P. advances, cAg.— This is 
in better style than taking P., or giving a number of incon- 
clusive checks. 

31. K, takes P. — Thb is fatal ; the Pawn was held out as a lure. 

31. Q.toK. seventh sq. ch. 

32. K, to Q. fifth sq. — There are only three other squares open to the 

King ; and, if he go to either of them. Black takes P. with Q., 
checking, and winning the Rook. 

32. Q. to Q. sixth sq.—Mate.—- 
Black now gives you Checkmate, and has won the game ; 
you will observe, that, your K. being in check, you can neither 
move away, take the Queen, nor interpose any piece. 



SECOND INTRODUCTORY GAME. 

By way of contrast with the previous specimen, I now show you 
a game recently played by one of the first players in Europe, giving 
the odds of the Kt. — The attack is conducted in a style of great 
brilliancy, and although a beginner would not understand the why 
or the wherefore of most of the moves without notes, I have thought 
that with that assistance very great advantage might be derived from 
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studying so fine a piece of skill. The White gives the odds of the 
Queen's Kt, which you must therefore take off the board before be- 
ginning the game* 

WHITE. BLACK. 

1. JT. p. two sq, I. The same* 

2. K, Kt to B. third sq. 2. Q. Kt, to B. third sq. 
a K, B. to Q. B. fourth sq, 3. The same. 

4. Q. Kt, P. two sq. — White sacrifices this Pawn in order to faci* 

litate his taking up a very attacking position, which he is 
thus enabled to do. You will observe that two squares are 
opened for White's Q. B., and that he gains the command of 
the greater part of the board. This opening, which takes its 
name from its inventor (Capt. W. D. Evans, of Milford), 
is analyzed at some length in the course of the following 
pages. It is, I believe, the strongest game that can be played 
by the party who gives the Knight. 

4. K. B. takes P.— If he had 
taken this P. with Kt, White would take K. P. — If, again, he 
had retreated K. B. to Q. Kt third sq., you would advance 
Q. Kt P. another square, attacking Kt ; on his removing 
which you might take K. P. with Kt 

5. Q. B. P. one sq. — Attacking his B., which must retreat to avoid 

loss. This is what we call gaining a move, for as Black has 
no choice, but must move K. 6., it is the same advantage to 
the first player as if you had moved twice running, and you 
will, besides, be enabled to advance Q. P. two sq., presently, 
as it will be defended by Q. 6. P. 

6. K. B.to Q. R. fourth.— You 
must understand that a player who does not receive greater 
odds than the Kt from a first-rate, ranks as a strong man, 
and could generally give at least the Rook to any person who 
had never played in the Clubs. The gentleman playing the 
Black pieces foresaw that White intended advancing Q. P. 
two sq., and by this move prevented his immediately doing 
so, for if White now move Q. P. two sq., he takes Q. B. P. 
with B. giving check, which he could not do if your Q. Kt. 
were in his place. 

6. Castles K. C. K. Kt. to B. third.—Ue at- 

tacks K. P. by this move, which is at present ** sans de- 
fense." 
7- Q, to Q. B. second. — By this move you at once defend K. P., 
and place your Q. in a position which may presently become 
annoying to your adversary. You will now be able, also, by 
moving out 4. B., to bring your Rooks into communication 
with each other, which is so generally desirable. Probably 
if White were not giving odds he would have discovered 
another move still better, but in giving a piece we must play 
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accordingly. White can now advance ^ P. two sq. wken lie 
likes, for the Q. guards also the it B. P. 

7. Coi^Ze*. — With a riew to 
place his King in a situation of still greater security, and to 
bring K. R. into co-operation with his other pieces. 

8. Q, B.to Q. R, third. — Through having sacrificed your Q. Kt. P. 

you are thus enabled to place your Q. B. in a strong comer. 
When you play well, you will find that one of the greatest 
points in Chess is to know when to give up a Pawn or even 
a piece,, with a fair chance of ultimate compensation. 

8. Rook to K. sq.—Uis Rook 
being attacked, he prefers removing it to interposing Q. P* 

9. Q.P.two8q. 9. Q. P. two i^r.-— Finding that 

his game is crowded, Black pushes up this Pawn with a view 
to disengage his pieces. In doing so he calculates that 
although you will have two pieces attacking it (K. B. and 
K. P.) he also will have two defending it (K. Kt and Q.) I 
should despair of making a beginner understand that if in- 
stead of pushing Q. P. two sq., Black had taken Q. P. with 
K. P., White would get a very formidable attack. 

10. K. P. takes P. — One great advantage of this move is that it opens 

a path by which you attack K. R. P. vnth Q. — You reap no 
immediate gain from this, but the probability b that *' some- 
thing may come of it" 

10. K, Kt. retakes P. 

11. Q, P. takes K. P. — By this move you open the Q. file, and by 

playing Q. R. to Q. sq., would embarrass Black's Q. 

11. Kt. takes Q. B. P.— This ap- 
pears at first sight to be good play, for the Kt is defended by 
K. B., and threatens to take R., if you attack Q. with R. 

12. Q, R. to Q. sq. — White skilfully sacrifices the Rook for an in- 

ferior piece, in order to perfect his meditated attack, 

12. Kt. takes R, 

13. K. R. takes Kt. 13. Q.B.toQ. second.— Yon will 

observe that there is no square on to which he can play Q. 
from the attack of the Rook, he therefore interposes Q. B.— - 
Were he to have interposed Q. Kt, you would take it with 
R., and as your R. would be guarded by Kt., he could not 
retake with Q. 

14. K. B. takes K. B. P. ch. — Yon have now a won game although 

with a Rook less ; your opponent having merely a choice of 
evils. His best move would be K. to corner, by which he 
might protract the struggle a few moves longer. 

14. K. takes B. — His King being 
in check, must either take B., or remove. If he were to 
move to R. sq., which is the only square open to him, I 
leave you to find out which would be the strongest course of 
play for the White, of the three following: viz. 
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1. Totake £oek with K. B. 

2. To Uke B. with R., and on fais retaking with Q., to play Kt to 

K. Kt fifth ; Black would then be forced to move K. Kt. P. 
one sq. to prevent Checkmate, and your counter-move would 
be K. P. one sq., stiU threatening the Mate. 

3. K. P. one square, threatening to take Q. with B», if he move 

as. 

15. iZ. takes B. chg, — White foresaw that if Black took K. B. with 

K., he could adopt this train of play. You ncyw cheek K. 
and at the same time attack Q. with R. — If he move K. to 
K. Kt. sq. you take Q. with R., and on his retaking R., play 
Kt. to K. Kt. fifth, threatening Checkmate. This position of 
the pieces shows you forcibly the superiority of situation over 
numbers ; Black having a great numerical advantage, and yet 
no chance of redeeming the game. If he were to allow you 
to take Q. with R., although he would remain with two Rooks 
against the Queen, your position would be so superior that 
you would speedily force the game, (supposing, of course, 
that you could find out the best moves.) 

15. Q. takes R. — Not seeing the 
coming blow, — or, seeing it, not thinking it possible to re- 
trieve the game by any other move, he throws himself head- 
long into the Checkmate. 

16. This is one of those positions which we term forced in a certain 

number of moves, and I should therefore now dismiss the 
game by saying, White gives Checkmate in two moves. 
These two moves are as follows : 

Kt. checks. — As your Kt. cannot be taken, he must mote K., 
and you will find that he has only one square open. 

16. K. to Kt. sq. 

11. Q. takes K. R. P. giving Checkmate. — I advise you to play these 
games over several times, before proceeding to attack the 
next chapter. 

CHAPTER VII. 

I NOW propose to examine all the Openings most commonly in 
use ; showing the best methods of pursuing the attack, and of defend- 
ing your game against those attacks when played against you. 

THE KING'S KNIGHT'S OPENING. 
FIRST GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1 . K. P. two sq. 

2. K. Kt to K. B. third sq. 2. If he play K. B. to Q. third, 

you move K. B. to Q. B. fourth, and whether he then play 
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Q. B. P. one sq., or K. Kt to B. third, you get the better 
game by advancing Q. P. two sq. — Defending the K. P. with 
K. B. is radically bad, as it blocks up his Q. B. and Q. P. 

a to K. B. third sq. (weak). 

3. K. B. to Q. B. fourth sq. 3. Q. to K. Kt. third, appearing, 

at first view, to gain a Pawn, as two are attacked. 

FIRST MODE OF PLAY. 

4. a P. one sq. 4 Q. takes K. Kt. P. 

6, K. B. takes K. B. P. ch. 5. If Black take B. with K., you 

attack Q. with K. R., and, on her withdrawing to K. R. sixth, 
you check K. and Q. with Kt. — Therefore, 

K. to Q. sq., or K. second. 

6. K. R. to K. Kt. sq. 6. a to K. R. sixth sq. 

7. K. R. to K. Kt. third sq., winning the Queen. 

SECOND MODE OF PLAY. 

4. Castles. 4. a takes K. P. 

6. K. B. takes K. B. P. ch., vnnuing the game in a few moves. Ob- 
serve, that, if he play K. to Q. sq., you take K. P. with Kt., 
and, if he play to K. second, you bring K. R. to K. sq. 

SECOND GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. P. two sq. 

2. K. Kt. to B. third sq. 2. K. Kt to B. third sq. (bad). 
a Kt takes P. 

IN THE FIRST PLACE. 

3. Q. to K. second sq. (best). 
4. Q,. P. two sq. 4. Q. P. one sq. 

6. K. Kt to B. third sq. 6. Q. takes P. ch. 

6. K. B. to K. second, and then Castles, having the better game. 

IN tUE SECOND PLACE. 

3. K. Kt. takes P. (inferior). 

4. Q. to K. second sq. 4. Q. to K. second sq. 

5. Q. takes K. Kt 5. Q. P. one sq. 

6. a P. two sq. 6. K. B. P. one sq. 

7. K. B. P. two sq., winning a Pawn, after the exchanges. 

THIRD GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. P. two sq. 

2. K. Kt to B. third sq. 2. K. B. P. one sq. (weak). 

3. K* Kt takes P. — This opening is generally known as Dami- 
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ANo's Gambit, from its being printed in his work *. Da- 
MiANo has always been allowed the claim of being the first 
practical writer on Chess ; he was, however, merely the com- 
piler of the book, the whole of which is to be found in an 
earlier work by Lucena f . 

3. Black's best move would now 
be Q. to K. second ; by which he would recover the Pawn, 
although you would remain with the better position. 

K. B. P. takes Kt. (fatal). 

4. Q. to K. R. fifth sq. ch. 4. If he interpose K. Kt, P., you 

check at K. fifth, taking P., and then take K. R. 
K. to K. second sq. 

5. a takes K. P. ch. 5. K. to B. second sq. 

6. K. B. checks ; 

IN THE FIRST PLACE. 

6. K. to Kt third sq. 

7. a to K. B. fifth sq. ch. ^. K. to R. third sq. 
a a P. two sq. dis. ch, 8. K. Kt P. two sq. 
9. K. R. P. two sq. 9. Q. P. two sq. 

10. a to K. B. seventh sq. 10. K. B. checks. 

11. K. to K. B. sq., and forces Mate in three moves. — When the 

Checkmate can be forced in a certain number of moves, I 
have generally left the solution to be discovered by the in- 
genuity of the student ; such positions are in fact problems, 
and will be found highly instructive to follow out. 

IN THE SECOND PLACE, 

6. Q. P. two sq. (best of bad). 

7. K. B. takes a P. ch. 7- K. to Kt. third sq. 

8. K. R. P. two sq. 8. If Black play K. B. to Q. third, 

you Checkmate in five moves. 
K. R. P. one sq. (A) 

9. K. R. P. checks. 9. K. to R. second sq. 

10. B. takes a Kt. P. 10. K. B. to Q. third sq. 

11. a to a Kt fifth sq. 11. a B. p. one sq. 

12. Q. to Q. third, and will win the game. 

(A.) 

8. K. R. P. two sq. 

9. K. B. takes a Kt. P. 9. Q. B. takes K. B, 

10. a to K. B. fifth sq. ch. 10. K. to R. third sq. 

11. Q. P. two sq. dis. ch. 11. K. Kt P. two sq. 

« Libro daimparare giuocare a Scacchi, &c. Roma, 1512, &c. 4to* 
f Arte breue, e introduccion muy necessaria para saber jugar al axedre i, 
eon ciento y cincuente Juegos de partido. Salamanca, 1495 (about), 4to. 



y Google 



so WALKER ON CHESS. 

12. Although you may immediately win Q>., by taking Kt P. with 
B., your best move is 
Q. to K. B. seventh sq. — Black can only protract the Mate four 
moves, by sacrificing h» K. B. 

FOURTH GAME. 



1. K. P. two sq. 1. K. P. two sq. 

2. K. Kt to B. third sq. 2. K. B. P. two sq.-— This move 

is originally by Greco; it is very ingenious, but not 'so 
sound as Q. Kt to Q. B. third. 

3. If you take K. B. P. with K. P., he makes a sort of Gambit of 

it ; you may bring out Q. Kt., or 
Kt takes P. 3. Q. to K. second sq. 

4. d. checks. 4. K. Kt P. one sq. 

5. Kt takes K. Kt P. 5. Q. takes K. P. chg. 

6. K. B. to K. second sq. 6. K. Kt to B. third sq. 

7. Q. to K. R. third sq. 7- R- P. takes Kt 

a a takes K. R. 8. a takes K. Kt. P. 

9. K. R. to K. B. sq. 9. K. to K. B. second sq. 

The first player ought ultimately to win the game. 

FIFTH GAME. 



1. K. P. two sq. 1. K. P. two sq. 

2. K. Kt to B. third sq. 2. Q. P. one sq.— This move is 

recommended as the best by Lopez and Philidor. These 
writers condemn the move of Q. Kt. to B. third, as it hinders 
the advance of Q. B. P. ; forgetting that the move they advise 
blocks up K. B., which is of so much more consequence. 

3. Qi, P. two sq. 3. K. B. P. two sq. 

4. a P. takes K. P. 4. K. B. P. takes P. 

5. K. Kt. to Kt fifth sq. 6. Q. P. one sq. 

6. P. to K. sixth sq. 6. K. Kt to K. R. third sq.— If 

he play K. B. to Q. B. fourth, you may either take K. P. with 
Kt, having in view the check with Q. ; or may attack Q, and 
R. with Kt— In the latter case Black plays Q. to K. B. 
third, and your best move is Q. to Q. second, and not to K. 
second ; he then has a good attacking position, but ought not 
to win, with careful play. 

7. The best move for you now, is to check with Q., and then with- 

draw 0. to K. R. third. 
Kt takes K. R. P. (If) 7- Q. B. takes P.— He cannot 

take Kt on account of the check. 

8. K. Kt. takes K. B. 8. K. takes Kt 

It is difficult to decide which has the better game. 
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SIXTH GAME. 

WHITE. bLACE. . 

1. K. P. twosq. 1. K. p. two sq. 

2. K. Kt to B. third sq. 2. a Kt to B. third sq. (best). 

3. K. B. to Q. B. fourth sq. 3. If Black wish to disconcert a 

routine player, he may advance K. B. P. two sq., which I 
consider to be a perfectly safe move, though I have never 
seen it adopted by any other player than myself. 

K. B. to a B. fourth sq. 

4. Q. B. P. one sq. — This move is very good play ; you may also 

bring out Q. Kt, which leads to some interesting positions. 
4 K. Kt to B. third sq. 

5. a P. two sq. 5. K. P. takes P. (best). 

6. K. P. advances (best). 

FIRST DEFENCE. 

6. K. Kt to K. fifth sq. 

7* Q* to K. second sq. — Tou may also play K. B. to Q. fifth sq. 

7. Q. P. two sq. 

8. K. P. takes P. en passant 8. Castles. 

9. P. takes Q. B. P., and remains with the better position. 

SECOND DEFENCE. 

6. K. Kt to Kt fifth 8q.~-If he 
play Kt to R. fourth; you move Kt to K. Kt fifth. 

7. K. B. takes P. chg. 7- K. takes B. 
a Kt checks. & K. to K. sq. 

9. a takes Kt 9. Kt. takes K. P. 

10. Q. moves away, and White has the better situation. 

THIRD DEFENCE. 

6. O. P. two sq. (best) 
7. K. B. to a Kt fifth sq. 7. K. Kt to K. fifth sq. 

& K. B. takes Kt ch. 8. P. takes B. 

9. a B. P. takes P. 9. B. checks. 

10. Ct B. interposes. 10. B. takes B. ch. 

11. d. Kt takes B. — The game is quite even. 

FOURTH DEFENCE. 

6. Q. to K. second sq. 
7. Castles. 7. If he take P. with Kt, you 

win a piece. — If he move Kt to K. fifth, or K. Kt fifth, you 
take P. with Q. B. P. ; and playing, lastly, 

K. Kt to K. Kt sq. 
a a B. P. takes P. a K. B.to a Kt third sq. 

9. Q. B. attacks Q., and has a fine game. 
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SEVENTH GAME. 

WHITE. BLACK, 

1. K. P. two sq. 1. K. P. two sq. 

2. K. Kt. to B. third sq, 2. a Kt to B. third sq. 

3. K. B. to Q. B. fourth sq. — You may also play K. B. to K. second, 

and if your opponent place K. B. at Q. B. fourth, take P. 
with Kt ; advancing Q. P. two sq., if he retake. 

3. K. B. to a B. fourth sq. 

4. Q>. B. P. one sq. 4. Q. to K. second sq. — This 

move is recommended by Sarratt, and other vmters ; it is 
decidedly a bad one, if answered properly ; ex. gr. 

5. Q. P. two sq. 6. K. P. takes P.— It would be 

better to retreat B., but in that case, he gets a crowded game. 

6. Castles. 6. O. Kt to K. fourth sq. — A 

bad move, but play as he may you ought to win. The posi- 
tion is now resolved into one of the variations of the Q. P. two 
game. 

7. Kt takes Kt 7- Q. takes Kt 

8. K. B. P. two sq. 8. P. takes P. dis. ch.— If Q. 

retreat, you get the better situation. 

9. K. to K. R. sq. 9. P. takes Q. Kt P.— If he re- 

treat QLt you take P. with Q. Kt 

10. P. takes d. 10. P. takes R.— a 

11. a to a fifth sq. 11. K. B. to K. second sq.— If he 

play Q. P., he is Mated in six moves. 

12. a takes K. B. P. ch. 12. K. to a sq. 

13. a takes K. Kt P. 13. Must lose the game. 

EIGHTH GAME. 



WHITE. 


BLACK. 


1. K. P. two sq. 

2. K. Kt to B. third sq. 

3. K. B. to a B. fourth sq. 

4. Q. B. P. one sq. 
6. a P. two sq. 

6. P. takes P. 

7. Castles. 

8. a Kt to B. third sq., and the 


1. K. P. two sq. 

2. a Kt to B. third sq. 

3. K. B. to a B. fourth sq. 

4. a P. one sq. (best). 
6. P. takes P. 

6. K. B. to Kt third sq. 

7. K. Kt to B. third sq. 
game is even. 


NINTH GAME. 


WHITE. 


BLACK. 


1. K. P. twosq. 

2. K. Kt to K. B. third sq. 

3. K. B. to a B. fourth sq. 

4. Q. P. one sq. 


1. K. P. two sq. 

2. a Kt to B. third sq. 

3. K. B. to a B. fourth sq, 

4. a P. one sq. 
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5. Q. B. to K. Kt fifth (weak). 5. K. B. P. one sq. (best). 

6. Q. B. to K. R. fourth sq. 6. Black may now play K. Kt to 

K* second ; or, if he prefer a bold game, may advance K. R. P. 
two sq. ; having, in either case, the better position. 

TENTH GAME. 



1. K. P. two sq. 1. K. P. two sq. 

2. K. Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

a K. B. to Q. B. fourth sq. 3. K. Kt to B. third (bad). 

4. K. Kt to Kt fifth sq. 4. If Black take K. P. with Kt., 

you take K. B. P. with B. chg. ; and on his then playing 
Kt to K. second, you may either take Kt with Kt, or advance 
Q. P. one sq. Q. P. two sq. 

6. K. P. takes P. 5. Kt takes K. P. 

6. Kt takes K. B. P. 6. K. takes Kt 

7. a to K. B. third sq. chg. 7. K. to K. third sq. 
a a Kt to B. third sq. 

FIRST DEFENCE. 

8. a Kt to K. second sq. 
9. Q. P. two sq. 9. K. R. P. one sq. — To prevent 

your moving Q. B. to K. Kt fifth ;~if he were to take P. 
with P., you would win by checking with Q. at K. fourth. 

10. Castles. 10. K. Kt P. two sq. (A.) 

11. a to K. fourth sq. 11. K. B. to Kt second sq. 

12. K. B. P. two sq. 12. Kt P. takes P. 
la Q. B. takes P. 13. Q. to a third sq. 

14. a B. takes K. P. 14. B. takes B. 

15. Q. to K. Kt. fourth sq., checks and wins. — It was thought by 

LoLLi, that the second player could maintain his advantage ; 
the above shows the fallacy of the supposition. 

(A.) 

10. Q. B. P. one sq. 

11. K. R. to K. sq. 1 1. Kt to K. Kt third sq. 

12. P. takes P. 12. Kt attacks a (best). 

la a to K. Kt fourth sq. ch. 13. If he move K. to K. B. second 
you check with P., and get the better game. 

Kt to K. B. fourth sq. 

14. Q. to K. Kt sixth sq. ch. 14. K. to K. second sq. 

15. K. P. advances. 15. If he play Kt. to Q. fifth, you 

Mate in four moves. — Kt takes Kt 

16. 0. to K. B. seventh sq. ch. 16. K. to a third sq. 

17. P. takes Kt 17- Q. to K. B. third sq, 
la a B. to B. third sq. ch. la a B. P. oneBq. 

D 
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19. 0. R. checks. 19. K. to a B. third sq. 

20. K. B. to Q. fifth sq., checks, and ought to win. 



SECOND DEFENCE. 



9. a to K. fourth sq. 

10. a P. two sq. 

sq., you move Q. R. P. 

aKt 

11. K. B. P. two sq. 

12. K. B. P. takes P. 

13. Castles. 

14. a B. to K. Kt fifth sq. 

15. P. takes Kt. dis. ch. 

16. P. takes P. dis. ch. 

17. a B. to K. R. sixth sq. ch. 

18. d. to K. R. fourth sq. ch. 

19. R. checks. 

20. Q. gives Checkibate. 



8. a Kt to Kt. fifth sq. 

9. Q. B. P. one sq. 

10. If Black play K. B. to a third 
one sq., in order to take K. Kt. with 

Q. to Q. third sq. 

11. a Kt P. two sq. 

12. Q. to Q. second sq. 

13. P. takes K. B. 

14. Kt to K. B. third sq. 

15. K. to B. second sq. 

16. K. takes P. 

17. K. takes B. 

18. K. to Kt third sq. 

19. K. to Kt second ^q. 



ELEVENTH GAME. 

\ WHITE. BLACK. 

i. K. p. two sq. 1. K. P. two sq. 

2. K. Kt. to B. third sq. 2. a Kt to B. third sq. 

3. K. B. to a B. fourth sq. 3. K. B. to a B. fourth sq. 

4. CasUes. 4. K. Kt to B. third.— A weak 

move ; should play Q. P. one sq. 
6. K. Kt to Kt fifth sq. 6. a P. two sq.— This more 

loses the gmne ; Black ought instead to Castle. 



6. K. P. takes P: 

7. Kt takes K. B. P. 

8. a to K. B. third sq. ch. 

9. a Kt to B. third sq. 
10. a Kt to K. fourth sq. 



11. Kt checks^at K. Kt fifth sq,, and wins. 



6. Kt takes P. 

7. K. takes Kt 
8^ K. to K. third sq. 

9. Q. Kt to K. second sq. 

10. K. B.toaKtthirdsq. 



TWELFTH GAME. 



WHITE. 

1. K. P. two sq. 

2. K. Kt to B. third sq. 

3. K. B. to a B. fourth sq. 
4/ Castles. 

6, K.R. toK. sq. 

6. a B. P. one sq. 

7. a P. two sq. 



1 K. P. two sq. 

2. a Kt to B. third sq. 

3. The same. 

4. K. Kt to B. third sq. 

5. Castles. 

6. K. R. toK. sq. 

7. P. takes P. (bad). 
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8. K. P. advances. a K. Kt. to Kt fifth sq. 

9. a B. P. takes P. 9. If Black now take a P. with 

Q. Kt, you ought not to take Kt with Kt, for he would win 
hy moving Q,. to K. E. fifth, but you should take K. B. P. 
with B. chg. 







K. B. to a Kt fifth sq. 


10. K.B.take8P. ch. 


10. 


K. takes B. 


11. K. Kt to Kt fifth sq. ch. 


11. 


K. to Kt sq. 


12. a takes Kt 


12. 


B. takes R. 


13. Q. to-K. B. fifth sq. 


13. 


Kt to K. second sq. 


14. atakesK. R. P.ch. 


14. 


K. to B. sq. 


16. a to K. R. fifth sq. 


15. 


K. Kt P. one sq. 


16. Gives Checkmate in 3 moves 







CHAPTER VIII. 
THE QUEEN'S PAWN TWO OPENING. 

This game, which is, in fact, a branch of the Knight's opening, has 
one great advantage over many others, that, even when properly de- 
fended, the first player risks nothing. 

FIRST GAME. 



1. K. P. two sq. 1. K. P. two sq. 

2. K. Kt to B. third sq. 2. Q. Kt to B. third sq. 

3. a P. two sq. 3. P. takes P. 

4. K. B. to Q. B. fourth sq. 4. K. B. checks. — A distin- 

guished player of my acquaintance thinks that the second 
player may now get a good game by moving Q. to K. B. 
third. 

5. a B. P. one sq. 5. P. tak;es P. 

6. Castles. 6. Black should now, perhaps, 

play Q. P. one sq. ; but supposing 

P. takes P. 

7. Ct B. takes P. — If Black now return with K. B. to K. B. sq., you 

advance K. P., crowding his game, with a strong position. 

FIRST DEFENCE. 

7. K. Kt to B. third sq. 
a K. Kt to Kt fifth sq. 8. Castles. 

9. K. P. one sq. 9. If he now play K. R. P. one 

sq., you take K. B. P. with Kt — If he advance Q. P. two 
sq., you take Kt, and then play Q. to K. R. fifth sq. 
K. Kt to K. sq. 

10. a to K. R. fifth sq. 10. K. R. P. one sq. 

11. Kt takes K. B; P., and wins the game. 

d2 
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SECOND DEFENCE. 



7. K. B. P. one sq. 
8. If you advance Kt to K. Kt fifth, he moves K. Kt to R. third, 
having a good game, for if you check with Q>., he can retreat 
to K. B. sq. 
a to a Kt. third sq. (A.) 

IN THE FIRST PLACE. 

a K. Kt to R. third sq. 



9. K. P. advances. 


9. P. takes P. (best) 


10. Kt Ukes P. 


10. a to K. second sq. (best) 


11. Kt takes Kt 


11. If he take Kt with Q. P., you 


take K. Kt P., and then 


on his taking B. with a, take his 


K. a with a 






a Kt P. takes Kt 


12. a B. takes K. Kt P. 


12. a takes a B. 


13. a takes K. B. 


13. Q. P. two sq. 


14. Rook checks. 


14. K. to a sq. 


16. a Kt to B. third sq. 


16. P. takes B. (If) 


16. a R. checks. 


16. B. interposes. 


17. Q* to Q. Kt seventh sq. 


17. a R. to a B. sq. 


18. a takes doubled P. 


1& K. R. to B. sq. 


19. R. takes B. ch. . 


19. a takes R. 


20. a takes Kt 


20. a to K. B. fourth sq. 


21. CU to Q. second sq. ch., then 


I, on his interposing Q., you ched^ 


at K. Kt fifth, and have i 


i. won game. 



IN THE SECOND PLACE. 

8. K. Kt to K. second sq. 

9. K. P. advances. — ^It would also be good play to move Kt to K. 
Kt fifth. 

9. P. takes P. (B.) 

10. Kt takes P. 10. Q. P. two sq. 

11. R. toa sq. 11. If Black move a B. to K. 

third, you take Q. Kt, and if he then take with K. Kt, take 
Q. P. with K. B. 

Castles. 

12. B. takes P. ch. 12. Kt takes B. 

la R. takes Kt 13. a B. to K. third sq. 

14. R. takes a 14. B. takes Q. 

15. R. takes a R. 16. R. takes R. 

16. P. takes B., and ought to conquer. 

(B.) 

9. a p. two sq. (best) 

10. K. R. to a sq. 10. Casdes. 

11. P. takes P. 11. P. takes P. 
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12. K. B. takes P. ch, 12. Kt takes B. 

13. R. takes Kt 13. a to K. sq. 

14. R. to K. Kt fifth sq. ch. 14. K. to R. sq. 

15. Q. to adv. K. Kt. sq. ch. 15. R. takes Q. 

16. B. takes P. ch. 16. R. interposes, 
17* R* takes R., and wins without difficulty. 

(A.) 

a K. p. advances. 8. P. takes P. (best.) 

9. Kt takes P. 9. Kt takes Kt 

10. Q. B. takes Kt 10. K. Kt to B. third sq. 

11. Q. to Q. R. fourth sq., having a strong attack. 

SECOND GAME. 

, WHITE. BLACK. 

1. K. P. two sq. 1. K. P. two sq. 

2. K. Kt to B. third sq. 2. a Kt to B. third sq. 

3. Q. P. two sq. 3. P. takes P. 

4. K. B. to a B. fourth sq. 4. K. B. to a B. fourth sq. 

5. If you now play Q. B. P. one sq., he ought to advance P. to 

your Q. third sq. 
K. Kt to Kt fifth sq. 

FIRST DEFENCE. 

5. a Kt to K. fourth sq. 

6. Kt takes K. B. P. 6. Kt takes Kt 

7. B. takes Kt ch. 7- K. takes B. 

8. d. to K. R. fifth sq. ch. 8. K. Kt P. one sq, 

9. Q. takes K. B., and has the better position. 

SECOND DEFENCE. 

5. K. Kt. to R. third sq. 

6. Kt takes K. B. ?. 6. Kt takes Kt 

7. B. takes Kt ch. 7- K. takes B. 

8. a to R. fifth sq. ch. 8. K. Kt P. one sq. 

9. d. takes B. — Cochrane* now prefers Black's game ; but, I 

must confess, I cannot see in what his advantage consists. 

THIRD GAME. 
white. black. 

1. K. P. two sq. 1. K. P. twosq. 

2. K. Kt to B. third sq. 2. Q. Kt to B. third sq. 

3. a P. two sq. 3. Kt takes Q. P. (best) 

* See Cochrane on Chess, Lond. 1822. 8vo. 
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PIR6T MODE OF ATTACK. 

4. Kt takes Kt 4 P. takes Kt 

5. Q. takes P. 5. May either play C^ to K. B. 

third, and then to K. Kt third, if you push K. P. ; or 
K. Kt to K. second sq. 

6. K. B. to a B. fourth sq. 6. Kt to Q. B. third sq. 
The game appears to be equal. 

SECOND MODE OF ATTACK. . 

4. Kt takes K. P. 4. Kt to K. third sq. 

6. K. B. to a B. fourth sq. 

FIRST DEFENCE. 

5. Q. P. one sq. (bad). 

6. B. checks. 6. €U B. P. one sq. 

7. Kt takes ^ B. P. 7. a to Ol Kt third sq. (best)^ 

8. Kt to Q. fourth sq. dis. ch. 8. Q. B. interposes. 

9. B. takes B. ch. 9. K. tikes B. 
10. Kt takes Kt 10. P. takes Kt 

White ought to win. 

SECOND DEFENCE. 

5. K. B. to Q. B. fourth sq. (bad). 

6. B. takes Kt 6. If Black now take B. with O. 

P., you change Queens, and then take K. B. P. with Kt chg. 
K. B. P. takes B. 

7. Q. to K. R. fifth sq. ch. ^. If he move Kt P., you take 

Kt P. with Kt, and then B. with Q. 

K. to K. second sq. 

8. Q. to K. B. seventh sq. ch. 8. King moves. 

9. a B. to K. B. fourth sq. 9. If Black move Kt to K. second 

sq., or advance Q.' Kt. P., you play Q. Kt to B. third, and 
afterwards check with Q. R. 

Kt attacks Q. 

10. Kt takes a P. dis. ch. 10. K. to a B. third sq. 

11. Q. takes K. P. ch. 11. B. interposes. 

12. Kt to K. fifth sq. ch. 12. K. to a Kt third sq. 

13. a to a Kt third sq. ch. 13. K. to a R. third sq. 

14. Mates in three moves. 

'THIllD DEFENCE. 

6. Plays as his best, either, 
Q. B. P. one sq , or, 

a to K. B. third.^If the 
latter :— 
6. Kt to K. Kt fourth sq. 6. Q. to K. Kt third, and has a 

secure defence. 
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CHAPTER IX. 

THE KING'S BISHOP'S OPENING, 

FIRST GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. P. two sq. 

2. K. B. toQ. B. fourth sq. 2. K. B. P. two sq. — This move 

may be ventured, even with an equal player. 

3. Your best move is now, I think, Q. Kt. to B. third sq. ; on which 

he brings out K. Kt., and the game is equal. — Or you may at 
once take P. with P., and support it by advancing K. Kt. P. 
B. takes Kt. (If) 3. R. takes B. 

4. K. P. takes P. 4. Q. P. two sq. — This would 

have been the correct move, had you taken P. on Move 3. 

5. Q. checks. — You may also play K. Kt P. two sq., on which the 

t>pening resolves itself into a species of Gambit; I should, 
however, prefer Black's game. 

5. K. Kt. P. one sq. 

6. If you take K. R. P. with Q., Black plays R. to Kt. second, and 

then takes P. with P. 
K. P. takes P. 6. R. takes P. 

7. Q» takes K. R. P. ; it is evident, that if you take K. P., you lose 

aforR. 

7. Q. to K. B. third sq. 

8. a takes Q. B. P. 8. a Kt to B. third sq. 
Black has a won game, from the strength of his position. 

SECOND GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. P. two sq. 

2. K. B. to a B. fourth sq. 2. If Black now play 0. B. P. 

one sq., you may move Q. to K. second, or Q. P. two sq. If, 
again, he move K.- Kt to B. third, you also play out K. Kt 
K. B. to (^ B. fourth sq. 

3. If you like a brilliant game, you may, now, as in the Knight's 

Game, advance Q. Kt P. two sq., and if he take it with K. B., 
play K. B. P. two sq., or Q. B. P. one sq. 
Q. B. P. one sq. 3. K. Kt to B. third sq. 

4 a P. two sq. 4. P. takes P. (best). 

5. K. P. advances. 

FIRST DEFENCE. 

6. Q. p. two sq. (bad) 

• 6. You may either retreat B. to Q. Kt third sq., or phiy thus: 
p. takes Kt. 0. P. takes B. 
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7. If you move a to K. R. fifth, he Castles, and if you take B., 

checks with R., and then takes Q. B. P. with P. 
P. takes K. Kt. P. 7- R- to Kt sq. 

8. a to a R. fourth sq. ch. 8. a Kt to B. third sq. 

9. Q. takes P., but you have not so good a position, as, if at Move 6, 

you had retreated B. 

SECOND DEFENCE. 

5. Kt to K. fifth sq. 

6. K. B. takes P. ch. 6. K. takes B. 

7. a to K. B. third sq. ch. 7* K. to Kt sq. (best). 

8. a takes Kt a a P. two sq. 

9. P. takes P. en passant 9. a takes P., &c. 

THIRD DEFENCE. 

5. Q. to K. second sq. 

6. a B. P. takes P. 6. K. B. checks. 

7. K. to B. sq. (best). 7. K. Kt to K. fifth.— If he re- 

turn with Kt to Kt sq., you bring out K. Kt 

8. O. to K. Kt fourth sq. a If Black play Kt to K. B. 

third, you cannot take it, on account of the impending mate, 
but would win a piece by taking K. Kt P.— If, again, he play 
Kt to a. third, you win by withdrawing B. to K. second sq. 
^ — His best move is, Q. B. P. one sq., and on your then taking 
Kt with Q., he pushes Q. P. two sq. ; you take this P. withB., 
and remain with two Pawns. — If 

K. B. P. two sq. 

9. If you take P. with Q., he plays Kt to Q. third ; therefore, as 

the best move, 
Q. to R. fifth sq. ch. 9. K. Kt P. one sq. 

10. 0. to K. R. sixth sq. 10. Q. B. P. one sq. 

11. K. B. P. one sq. 11. a P. two sq. 

12. K. B. to K. second sq., winning a piece. 

THIRD GAME. 



1. K. P. two sq. 1. K. P. two sq. 

2. K. B. to a B. fourth sq. 2. K. B. to Q. B. fourth sq. 

3. a B. P. one sq. 3. Q. to K. Kt fourth sq. (best). 

IN THE FIRST PLACE. 

4. K. Kt P. one sq. 4. a to K. Kt third sq. 

5« If you move Q. P. one sq., he does the same ; and playing 

Q. to K. second sq. 6. Q. P. one sq. 

6. K. Kt to B. third sq. 6. Q. B. to K. Kt fifth, threaten- 

ing to play Q. to K. R. fourth, &c 
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IN THE SECOND PLACE. 

4. Q. to K. B. third sq. (best). 4. Q. to Kt third sq. 

5. If you now bring K. Kt to R. third, he does the same, castling 

afterwards, if you castle. 
K. Kt to K. second sq. 5. Q. P. one sq. 

6. Q. P. two sq., and the game is equal. The Modenese * says, 

that Black may now win a Pawn, by playing Q. B. to K. Kt 
fifth. Both he and Lolli overlook the counter move.-^If 
a B. to K. Kt fifth sq. 
7- K. B. takes P. ch., and you win P. instead of losing one. 

FOURTH GAME. 



1. K. P. two sq. 1. K. P. two sq. 

2. K. B. to Q. B. fourth sq. 2. The same. 

3. a. to K. Kt fourth sq. S, Q. to K. B. third sq. 

4. Q. P. two sq. — Bold but somewhat risky ; if the second player 

do not play very carefully, you get a strong attack. 
4. B. takes P. 

5. K. Kt to B. third sq. 6. If Black now play Q. to K. 

Kt third, you move K. Kt to Kt fifth.— If he play K. Kt to 
K. second, you retreat Q. to Kt third ; perhaps his best 
move is K. R. P. one sq. — If 

Q. Kt. to B. third sq. 

6. a. to K. Kt third sq. 6. Q. P. one sq. 

7. May either play Q. R. P. two sq., and presently Q. B. P. one 

sq., or Castle ; or 
a. B. attacks Q. 7* Q. to Kt third sq. 

& Q. Kt to Q. second, threatening to win Q., but Black has time 
to foil the attack. 

FIFTH GAME. 



1. K. P. two sq. I. The same. 

2. K. B. to Q. B. fourth sq. 2. The same. 

3. a. to K. R. fifth sq. 3. Q. to K. second sq. (best). 

4. K. Kt to B. third sq. 4. Q. P. one sq. 

5. K. Kt to Kt fifth sq. 5. Kt attacks Q. 

6. K. B. takes P. ch. 6. K. to Q. sq. 

7. Q. to K. R. fourth sq. 7- K. R. to K. B. sq. 

8. K. B. to Q. B. fourth sq. 8. Black should now play K. Kt 

to Kt fifth.— If 
Kt takes K. P. 

9. a P. two sq. 9. Kt takes K. B. P. (best). 

• Otservarioae pratiche sopra n giuoco degli Seacchi per nn Anonimo 
" * (EacoLX DSL Rio.) Modemtf 1750. 4to. 
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10. P. takes B. 10. Kt. takes Rook. 

11. Q. Ktto B. third sq. 11. If he move Q. B. P. one sq., 

you take P. with P., and if he then play Q. to K. sq., you 
Mate in three moves ; hut playing Q. instead to K. 6. third, 
you win her hy moving Q,. Kt to K. fourth.— Lastly, if he 
now play Q. to K. B. third, you answer with Q. B. to K. 
third, and have a forced won game. 

II. K. R.P. onesq. 
12L Q. Kt attacks Q. 12. If Q. retreat to Q. second, you 

check with K. Kt at K. sixth ; Black moves K. to K. sq., and 
you take Q. B. P. with Q. Kt chg. 

Q. to K. sq. 

13. K. Kt to K. sixth sq. ch. 13. K. to Q. second sq. 

14. Q. Kt takes Q. B. P. 14. If he move Q. to K. B. second, 

you check with P., and win Q. ; for if he take P. with K., 
you Mate in three moves. 

Q. to K. second sq. 

15. Q. takes Q. 15. K. takes Q. 

16. Kt takes K. R. 16. K. takes Kt 
17* Kt takes Q. R., and ought to win. 

SIXTH GAME. 

WHITE. BLACK. 

1. K. P, two sq. 1. K. P. two sq. 

2. K. B. to Q. B. fourth sq. 2. The same move. 

3. Q. B. P. one sq. 3. Q. P. two sq. 

4. You may now get an equal game by playing Q. P. two sq. also. 

—Or 
K. B. takes P.— If you had taken P. with P., Black would play 
a to K. R. fifth. 

4. K. Kt to B. third sq. 

5. Tour best move is Q. P. two sq., which leads to an even posi- 

tion. Supposing 

Q. to Q. Kt. third sq. (inferior). 5. Castles. 

6. B. takes Q. Kt P. 6. B. takes B. 

7. Q. takes B. 7- Black now gets the better 

game by playing Q. to Q. sixth ; he may also move Q. B. P. 
one sq., and if you take R. with Q., bring Q. to Q. Kt 
third, &C. 

CHAPTER X. 

CAPTAIN EVANS'S OPENING. 

This game turns on the first player's sacrificing his Q. Kt P., in 
order to take up an attacking position. The defence is extremely 
difficult to discover, and it would appear that the Pawn may be 
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given up in this manner, with quite as much ehance of ultimate 
compensation as in any of the Gambits. — The following are the prin- 
cipal variations, for a great part of which I have to thank my friend, 
Capt« Evans, who first introduced this beautiful opening. 

FIRST GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. The same. 

2. K. Kt. to B. third sq. 2. a Kt to B. third sq. 

3. K. B. to Q. B. fourth sq. 3. The same. 

4. Q. Kt. P. two sq. 4. B. takes Kt. P.— If he do not 

take the P., you attack Kt. with it 

5. Q. B. P. one sq* 5. K. B. to Q. R. fourth sq. 

6. Castles. 6. K. Kt. to B. third sq. 

7. Kt, to K. Kt fifth sq. 7. Castles (best). 

8. K. B. P. two sq. 8. If he check with B., you move 

Q. P. two sq. ; and if he take P. with P., advance K. P. 

FIRST DEFENCE. 

K. R. p. one sq. 

9. K. Kt takes K. B. P. 9. R. takes Kt 

10. 6. takes R. ch. 10. K. takes B. 

11. K. B. P. takes P. 11. Q. Kt takes P. 

12. a to K. R. fifth sq. ch. 12. K. to K. third sq. 

13. a to K. B. fifth sq. ch. 13. K. to Q. third sq. 

14. Q. P. two squares, winning easily. 

SECOND DEFENCE. 

8. K. p. takes K. B. P. 
9. Q^P.twosq. 9. K. R. P. one sq. (A.) 

10. Q. B. takes P. 10. P. takes Kt (bad). 

11. a B. takes P. 11. a P. one sq. 

12. a B. takes Kt. 12. P. takes B. 

13. Q. to R. fifth, and then moves K. R. to K. B. fourth, having a 

winning game. 

(A.) 

9. Q. P. one sq. 

10. K. B. P^ one sq. 10. The same. 

11. a B. takes P. 11. P. takes Kt 

12. a B. takes P. 12. K. B. to a Kt. third sq. 

13. K. to R, sq. 13. Q. Kt to K. second sq. 

14. R. takes Kt 14. P. takes R. 

15. Q. B. takes P./and ought to win. 

THIRD DEFENCE. 

8. K. Kt. takes K. P. 
9. Kt takes K. B. P. 9. R. takes Kt 
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10. B. takes R. ch. 10. K. takes B. 

11. 0. to K. B. third sq. (best). 11. If he move K. Kt. to B. third, 

yoa take P. with P. 
K. 6. checks. 

12. Q. P. two sq. 12. If he takes Q. P. with P., yoa 

take Kt with Q. ; not fearing the check. 

Q. Kt takes P. 

13. a takes K. Kt 13. If he move a Kt to Q. B. 

seventh) or K. seventh ch., you play K. to comer, and Will 
win. 

Q. Kt to K. third sq. dis. ch. 

14. K. to R. sq. 14. If Black play Q. to K. B. 

third, you answer with Q. to Q. B. fourth, and if he then 
retire K. to K. second sq., advance K. B. P. 

Q. P. attacks a (B.) 

15. Q. takes K. R. P. 15. K. P. one sq. 

16. K. B. P. one sq. 16. Kt to K. B. sq. 

17. Q. to K. R. fifth sq. ch. 17. K. to K. Kt sq. 

18. Q. B. attacks Q., and wins. 

(B.) 

14. K. toKtsq. 

15. K. B. P. one sq. 15. Kt to K. Kt fourth sq. 

16. B. takes Kt 16. a takes B. 
17- Q. to Q. fifth sq. ch. 17. K. to R. sq. 
la Q. takes K. P. la K. R. P. onesq. 

19. Q. Kt to Q. second sq., and ought to win. 

FOURTH DEFENCE. 

8. Q. P. one sq. 
9. Q. P. one sq. 9. Black's best move now is Q. B. 

to Kt fifth, and on your playing Q. to K. sq., he must not 
advance Q. Kt to Q. fifth, neither should he play K. R. P. 
one sq. ; but takes P. with P., and on your taking P. with 
Q. B., may move K. R. P. one sq., and gets a good game. 
Supposing, however, K. R. P. one sq. 

10. K. B. P. one sq. 10. P. takes Kt 

11. B. takes P. 11. K. B. checks. (C.) 

12. K. to R. sq. 12. Q. Kt to R. fourth sq. 
la a to K. sq. 13. a Kt takes B. 

14. P. takes Kt 14. If he move K. R. to K. sq., 

you play Q. to K. R. fourth sq. and ought to win. 
Q. P. one sq. 

15. Q. B. P. takes P. 15. Q. to ^ third sq. 

16. Q. to K. R. fourth sq. — If Black now move Kt, you advance 

K. B. P., and get a winning game; if he play any other move 
you advance K. R. to K. B. third, and then place K. R. at 
K. R. third, according to the play of the Black. 
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(C.) 
11. Q.Kt toQ. Kt. sq. 
12; a to K. sq. 12. a Kt to Q. second sq. 

13. K. R. to B. third sq. 13. K. R. to K. sq. 

14. Q. to K. R. fourth sq. 14. Q. B. P. one sq. 

15. K. R. to R. third sq. 15. K. to B. sq. 

16. a to R. eighth sq. ch. 16. K. to K. second sq. 

17. Q. takes Kt P. 17. R. to B. sq. 

18. R. to R. sixth sq. 18. a to Q. Kt third sq. ch. 

19. K. to B. sq. 19. K. to Q. sq.— Ifhe had played 

Q. to Kt seventh, you would Mate in six moves. 

20. B. takes Kt ch. — If he take B., you give Mate in five moves ; 

if he play K. to K. sq., you Mate in four moves ; and lastly, 
playing K. to Q. B. second, you win hy moving B. to K. 
seven^ 

FIFTH DEFENCE. 

8. a p. two sq. 
9. K. P. takes a P. 9. If he move a B. to Kt fifth, 

you place Q. at Q. B. second, 
K. Kt takes P. 

10. Q. B. to R. third sq. 10. Ifhe play K. Kt. to K. second, 

you take P. with K. B. P. ; and on his taking P. with Q. Kt., 
move Q. to R. fifth; Black then plays K. R. P. one sq., and 
you win hy taking K. B. P. with Kt 

R. to K. sq. 

11. a to K. R. fifth sq. 11. If he play K. Kt to B. third, 

you Checkmate in three moves. 

K. R. P. one sq. 

1 2. Q. takes K. B. P. ch. 12. K. to comer. 

13. B. takes Kt 13. K. P. takes K. B. P. 

14. Q. to K. Kt sixth sq. 14. Game lost; for if he take Kt 

with' Q., you Mate in 4 moves. 

SECOND GAME. 
Mooe$ \ to b as in the First Game, 

WHITE. BLACK. 

5. K. B. to a B. fourth sq.— If 
Biack play K. B. to K. second, you move Q. to Q. Kt third ; 
and on his then playing Kt to K. R. third, answer with Q* 
P. two sq. 

6. Castles. 6. Q. P. one sq. 

7. Q. P. two sq. 7. P. takes P. (best). 

& P. takes P. 8. B. to a Kt third sq. 

9. a B. to a Kt second sq. 9. a B. to K. Kt fifth.— The 
move of K. Kt to B. third, is analyzed in Game VI. 
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10. K. B. to Q. Kt. fifth sq. 10. a R. P. one sq. 

11. Q. P. one sq. 11. P. takes B.— If he had played 

K. Kt. to B. third, you answer with K. B. to Q. R. fourth. 

12. P. takes Q. Kt, and has the better game. 

THIRD GAME. 
Moves 1 to 6 <u in the Second Game, 

WHITE. BLACK. 

6. K. Kt to B. third sq* 

7. Q. P. two sq. — May also play Q. to Q. B. second sq. 

7. P. takes P. 

8. P. takes P. 8. B. to a Kt fifth sq. 

9. K. P. advances. 9. K. Kt to K. fifth sq. • 

10. a to K. second sq. 10. K. Kt. to Q. B. sixth sq. 

11. a Kt takes Kt II. K. B. takes Kt 

12. Kt to Kt fifth sq. 

FIRST DEFENCE. 

12. Castles. 

13. Q. to K. R. fifth sq. 13. K. R. P. one sq. 

14. Kt takes K. B. P. 14. R. takes Kt 

15. a takes R. ch. 15. K. to R. sq. 

16. Q. B. to K. Kt fifth sq., and the game is won. 

SECOND DEFENCE. 

12. a Kt takes Q, P. 

13. Q. to K. third.— May also play Q. to K. R. fifth. 

13. B. takes R. 

14. K. B. takes P. ch. 14. K. to B. sq. 

15. a B. checks. 15. Q. P. one sq. 

1 6. P. takes P., with a winning game. 

THIRD DEFENCE. 

12. B. takes Rook. 
13. K. B. takes P. ch. 13. K. to B. sq. 

14 Q. B. checks. 14. If he interpose Kt, you move 

a to K. B. third. 
Q. P. one sq. 

15. K. P. takes P. 15. P. takes P. 

16. Q. B. takes P. ch. 16. Kt interposes. 

17. Q. B. to Q. R. third sq. I7. K. B. to Q. B. sixth sq. 

la Q. to K. B. third. 18. If he move K. Kt P. one sq., 

you Checkmate in eight moves, and if he take Q. P., you win 
by playing K. R. to Q. sq. 
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FOURTH GAME. 
Moves \ to^ cu in the Second Game, 

WHITE. BLACK. 

6. K. Kt. to B. third sq. 
7. Q. P. two sq. 7. P. takes P. 

a P. takes P. 8. B. to a Kt third sq. 

9. K. P. advances. 9. If he play K. Kt to K. fifth, 

you move K. R. to K. sq. ; if he play K. Kt to Kt fifth) or 
R. fourth, you move K. Kt to Kt fifth. 

K. Kt home. 

10. Q. P. one sq. 

FIRST DEFENCE. 

10. Q. Kt to K. second sq. 

11. Q. P. advances. 11. P. must take P. 

12. P. takes P. 12. a Kt to B. third sq. 
la a. to a fifth sq. 13. a to K. B. third sq. 

14. a to K. fourth sq. ch. 14. K. to B. sq. 

15. K. R. to K. sq. 15. a to a sq. 

16. Q. B. to K. Kt fifth sq. 16. K. B. P. one sq. 
17* Ct to Q. fifth sq.i vanning easily. 

SECOND DEFENCE. 

10. a Kt to Q. R. fourth sq. 

11. a B. to K. Kt fifth sq. 11. K. B. P. one sq. (D.) 

12. K. P. takes P. 12. If he take P. with P*, you 

move Kt to K. fifth. 
K. Kt takes P. 
la a P. one sq. la K. R. P. one sq. (E.) 

14. K. R. checks. 14. K. to B. sq. 

15. a B. takes Kt 15. a takes B. 

16. Q. to K. second sq., and must win. 

(D.) 

11. K. Kt to K. second sq. 
12. Q. P. one sq. 12. P. takes P. 

la P. takes P. 13. K. B. P. one sq. 

14 P. takes Kt 14. a to a B. second.— If he 

take P. with K., you Mate in three moves. 

15. K. B. to a fifth sq. 15. P. takes B. 

16. Kt takes P., and has sufildent advantage to win. 

(E.) 

13. Kt takes K. B. 
14. Q. to K. second sq. ch. 14. K. to B. sq. 

1§. CL takes Kt, with the better game. 
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FIFTH GAME. 



WHITE. 

1. K. p. two sq. 

2. K. Kt to B. third sq. 

3. K. B. to Q. B. fourth sq. 

4. Q. Kt P. two sq. 

5. Q. B. P. one sq. 

6. Castles. 

7. a P. two sq. 



BLACK. 

1. The same. 

2. a Kt to B. third sq. 

3. The same. 

4. B. takes Kt P. 

6. B. to Q. R. fourth sq. 

6. Q. P. one sq. 



FIRST DEFENCE. 

7. K. Kt to B. third sq. 

8. a to a R- fourth sq, 8, K. Kt takes K. P. (F.) (G.) 

9. K. B. to a fifth sq. 9. K. B. takes a B. P. 

10. K. B. takes Kt ch. 10. P. takes B. 

11. a Kt takes B. 11. Kt takes Kt. 

12. Q. takes P. ch., and winning a piece. 

SECOND DEFENCE. 



8. p. takes P. 

9. Q. P. one sq. 

10. Kt takes Kt 

11. Q. to Q. R. fourth sq. ch. 

12. a takes K. B. 

la Q. Kt to B. third sq. 



7. P. takes P. 

8. Q. to K. second sq. 

9. Q. Kt to K. fourth sq. 

10. a takes Kt 

11. Q. B. interposes. 

12. Q. takes R. 
la Q. Kt P. one sq. 



la Q. Kt to B. third sq. la Q. 1 

14. Q. to Q. R. third sq., winning Queen. 

(F.) 

8. Q. B. to ^ second sq. 
9. Q. P. one sq. 9. If he move K. B. to Kt. third, 

you take Kt with P., and on his taking P. with B., play K. 
B. to a Kt fifth. a Kt to Q. fifth sq. 

10. a takes K. B. 10. Kt to Q, B. seventh sq. 

11. K. B. to a third sq. 11. Kt takes R. 

12. Q. B. to Kt second sq., with the best of the game. 



(G.) 



1. K. P. two sq. 

2. K. Kt to B. third sq. 

3. K. B. to Q. B. fourth sq. 

4. a Kt P. tnro sq. 
6. a B. P. one sq. 

6. Castles. 

7. Q. P. two 9q. 

8. Q. to a R. fourth sq. 

9. K. P. advances. 



1. The same. 

2. Q. Kt to B. third sq. 

3. The same. 

4. B.takesKtP. 

6. B. to R. fourth sq. 

6. Q. P. one sq. 

7. K. Kt to B. third sq. 
a K. P. takes P. 

9. If he move Q. P., you may 
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either take K. Kt, or play K. B. to Q. Kt. fifth.— If he take 
P. with a P., you take K. P. with Kt 

K. Kt to Kt fifth sq. 

10. Q. B. P. takes P. 10. a B. to a second sq. (hest). 

11. Q. to Q. R. third sq. 11. If Black play Q. to K. second, 

you attack Kt with R. P., and on his retreating Kt to R. 
third, play Q. B. to K. Kt fifth ; he then moves Q. to K. B. 
sq., and you advance Q. P. K. B. to Kt third sq. 

12. a B. toK. Kt fifth sq. 12. K. B. P. one sq. 

13. P. takes Q. P. 13. P. takes P. (best). 

14. Rook diecks. 

FIRST DEFENCE. 

14. Q. Kt to K. second sq. 

15. a. B. to K. B. fourth sq. 15. K. B. to Q. B. second sq. 

16. Q. Kt to B. third sq. 16. K. to B. sq. 

17. R* takes Kt, and ought to win. 

SECOND DEFENCE. 

14. K. to B. sq. 

15. Q. takes P. ch. 15. Q. Kt. interposes. 

16. a B. to Q. second sq. 16. Q. B. to K. B. fourth. (H.) 

17. a B. to a Kt fourth sq. 17. Q. takes 0. 

18. B. takes a 

19. Q. Kt to B. third sq. 



18. 


a R. to K. sq. (I.) 


19. 


If he play B. to Q. R. fourth, 




you take Kt with R. 




K. B. to a sq. 


20. 


K. Kt to R. third sq. 


21. 


B. takes Kt 


22. 


R. takes R. 


23. 


K. Kt home. 



20. Q. Kt to a fifth sq. 

21. a Kt takes Kt 

22. R. takes B. 

23. a R. to K. sq. 

24. B. takes Kt, and vnll win. 

(H.) 

16. K. B. to Q. B. second sq. 

17. Q. to a R. third sq. I7. Q, R. P. two sq. 

18. K. R. P. one sq., with the better game. 

(I.) 
18. K. B. to Q. sq. 

19. a Ktto B. third sq. 19. a R. to a B. sq. 

20. a Kt to a fifth sq. 20. R. takes B. 

21. Kt takes Kt, and forces the game. 

SIXTH GAME. 

WHITE. . BLACK. 

1. K. P. two sq. I. The same. 

2. K. Kt to B. third sq. 2. Q. Kt to B. third sq. 

B 
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a K. B. to a B. fourth aq. 3. The same. 

4. a Kt P. two sq. 4. B. takes Kt. P. 

6. a B. P. one sq. 5. K. B. to Q. B. fourth sq. 

6. Castles. 6. Q. P. one sq. 

7. a P. two ftq. 7. K. P. takes P. 

a P. takes P. 8. B. to Q. Kt third sq. 

9. a B. to Q. Kt second sq. 9. K. Kt to B. third aq. 

10. K. P. one sq. — If instead of this move you pky Q. Kt to Q. 

second, it appears to me that Black should not attack K. Kt 
with Qu B., but rather Castle, which move, as far as I can 
see, gives him a better game than he gets if the K. P. la ad- 
vanced. 

FIRST DEFENCE. 

10. Q. P. one sq. 

11. P. takes Kt 11. P. takes B. 

12. Rook checks. 12. If he play to B. sq., you win 

by advancing Q. P. 
K. to Q. second sq. 

13. Q. P. one sq. 13. K. R. to K. sq. — It is obvious 

that he cannot remove Kt 

14. P. takes Kt ch. 14. K. takes P. 

15. Q. to Q. R. fourth sq. ch. and forces the game. 

SECOND DEFENCE. 

10. p. takes P. 

11. Q. B. to R. third sq. 11. K. P. one sq. (K.) 

12. Q. to Q. Kt third sq., threatening Mate in two moves. 

IN THE FIRST PLACE. 

12. a B. to K. third sq. 

13. B. takes B. 13. P. takes B. 

14. Q. takes P. ch. 14. Kt interposes. 

15. K. Kt to K. fifth sq. 15. K. R. to K. B. sq. 

16. Q. Kt to B. third sq. 16. If he now take Q. P. with B., 

you win by playing O. R. to Q. sq.; and if, instead, he re- 
treat K. Kt to K. Kt sq., you take P. with Kt 
Q. B. P. one sq. 

17. Q. P. one sq. I7. If he take P. with K. Kt, you 

take P. with Q. Kt, maintaining a powerful attack. 
P. takes P. 

18. Q. R. to Q. sq., and the game is virtually won. 

IN THE SECOND PLACE. 

12. Q. to Q. second sq. 

13. Kt to K. fifth sq. 13. Kt takes Kt. 

14. P. takes Kt 14. Kt to Kt fifth sq. 

15. K. R. to a sq. 15. a to K. B. fourth sq. 
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(K.) 
11. 


B. takes P. 


FIRSTLY. 


12. 

13. 
14. 
15. 
16. 
17. 


a B. to K. third sq. 

K. B. P. takes B. 

Kt interposes. 

P. takes Kt 

K. Kt to a fourth sq. 

P. takes Kt 



16. B. takes P. eh. 16. a takes B. 

17* R* to adv. Q. sq. ch., and wins Queen. 



12. O. to Kt third sq. 



la B. takes B. 

14. a takes P. ch. 

15. Kt takes B. 

16. K. R. to K. sq. 

17. Q. Kt to B. third sq. 

18. Q. R. to Q. sq., and cannot £ul of success. 

SECONDLT. 

12. Q. to Q. second sq. 

13. Kt to K. Kt fifth sq. la a Kt to a sq. 

14. Q. Kt to B. third sq. 14. B. takes Kt 

15. a R. to a sq. 15. K. B. to a fifth sq. 

16. R. takes B. 16. P. takes R. 

17. K. R. checks. 17- a Kt to K. third sq. 

18. Changes Knights, and forces the Queen, &c. 

SEVENTH GAME. 
Moves 1 to 9, <» in the last game. 

WHITE. BLACK. 

9. K. B. P. one sq. 
JO. K. P. one sq. — If he move K. B. P. another sq., you take Q. P. 
with K. P. — If instead he play Q. Kt. to R. fourth, you may 
take K. Kt with K. B., and then take Q, P. with K. P., or 
preserve a strong attack hy another mode of play. 

IN THE FIRST PLACE. 

10. a p. takes P. 

11. Q. P. one sq. 11. Kt to a R. fourth. (L.) (M.) 

12. K. Kt takes K. P. 12. If he take K. B. with Kt you 

retake Kt with Kt 
P. takes Kt 
la a to K. R. fifth sq. ch. 13. If Black play K. to B. sq. you 

check with B. at R. third sq., and on his interposing Kt, win 
by advancing Q. P. 

K. to Q. second sq. 
14. K. B. checks, and forces the game. 
e2 
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(L.) 

11. a Kt to K. second sq. 

12. K. Kt. takes P. 12. K. B. P. takes Kt 

13. a to K. R. fifth sq. ch. 13. Q, Kt. to K. Kt. third sq. 

1 4. K. R. to K. sq., certain of success. 

(M.) 

11. Q. Kt to Q. fifth sq. 

12. K. Kt takes K. P. 12. K. B. P. retakes. 

13. Q. checks at K. R. fifth sq., and has a won game. 

IN THE SECOND PLACE. 

10. K. B. P. takes P. 

11. a P. takes P. 11. If he take P. with Kt, you 

change Knights, and win by checking with Q. at K. R. fifth. 
P. takes P. 

12. a to a Kt third sq. 12. If Black play K. Kt to K. 

second, you check with K. B., and then move K. R. to Q. sq. 
K. Kt to R. third sq. 

13. Kt takes K. P. 13, If he take Kt with Kt, you 

take Kt with B., &c. 
Q. Kt to R. fourth sq. 

14. B. to K. B. seventh sq. ch. 14. If he move K. to B. sq., you 

play Q. to Q. B. third, and if Black then take B. with Kt 
you change Kts., and take K. Kt P. with Q. chg. 
K. to K. second sq. 

15. a to a B. third sq. 15. Kt takes K. B. 

16. Kt takes Kt 16. K. takes Kt 

17. a takes Kt P. ch. I7. K. to K. third sq. 

18. K. R. checks, and forces Checkmate in a very few moves. 

IN THE THIRD PLACE. 



11. K. p. takes K. B. P. 

12. K.R. checks. 

13. a B. to R. third sq. 

14. K. Kt to K. 5th sq. 

15. a to K. B. third sq. 

16. Kt. takes Kt P. 

17. R. takes Kt., checks, and wins. 



10. Q. P. one sq. 

11. K. Kt takes P. 

12. Q. Kt to K. second sq. (O.) 

13. K. Kt to Kt sq. (P.) 

14. K. Kt. P. one sq. (a) 

15. K. Kt to R. third sq. (R.) 

16. P. takes Kt 





(0.) 






12. 


K.Kt to K. fifth sq. 


13. a Kt to B. third sq. 


13. 


P. takes B. 


14. R. takes Kt ch. 


14. 


Q. Kt interposes. 


15. a B. to R. third sq. 


15. 


Q. B. P. two sq. 
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16. P. takes a B. P. 16. Q. takes Q, ch. 

17* R* takes Q., and wins a Piece immediately. 

(P.) 

13. a B. p. two sq. 

14. P. takes P. 14. If he play K. B. to a R. 

fourth, you check with Q. at Q. R. fourth, and then take Kt. 
with R., &c. 

P. takes B. 

15. Q. Kt to B. third sq. 15. K. B. to Q. R. fourth sq. 

16. Q. to Q. R. fourth sq. ch. 16. Q. B. covers. 

17. R. takes Kt ch. 17- K. takes R. 

18. Q. B. P. advances, checks, and wins. 

(a) 

14. P. takes B. 

15. Q. to K. R. 5th sq. ch. 15. Kt P. interposes. 

16. Kt takes Kt P. 16. P. takes Kt 

17* Q* takes Rook, and will win. — Observe that if on the last move. 
Black had played K. Kt to B. third, you would move Q. to 
K. fifth. 

(R.) 

15. Black has two other moves, 

and plays:— 

IN THE FIRST PLACE. 

a B. to K. third sq. 
16. K. B. checks. 16. P. interposes. 

17* Kt. takes Q. B. P., and wins without much trouble. 

IN THE SECOND PLACE. 

15. a B. to K. B. fowth sq. 

16. K. B. checks. 16. P. interposes. 

17. B. takes P. ch. 17. P. takes B. 
la Kt takes Q. B. P. 18. a moves off. 

19. Kt takes Kt, and remains in a winning position. 

CHAPTER XI. 
THE a B. PAWN'S OPENING. 

WHITE. BLACK. 

1. K. P. twosq. I. K. P. two sq. 

2. Q. B. p. one sq. — Philidor was in error when he condemned 

this move ; it may be played with safety. 

2. a P. two sq. (best). 
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3. K. Kt to B. diird sq. — If he now attack Kt with Q. B., yon wm 

a Pawn by playing Q. to Q. Kt third. 

a Q- P. takes P. (best). 

4. Kt takes P. 4. K. B. to a third sq. (best). 

5. Kt to a B. fourth sq. 5. Q. B. to K. third sq. 

6. Q. P. two sq.— Even game. 

SECOND GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. The same. 

2. Q. B. P. one sq. 2. K. Kt to B. third sq. 

3. Q. P. 2 sq. 3. If he take P. with P., you ad* 

vance K. P. and get the better position. 

Kt takes P. 

4. a P. takes P. 4. K. B. to a B. fourth (bad). 

5. Q. to K. Kt fourth (best). 

IN THE FIRST PLACE. 

6. Kt takes K. B. P. 

6. a takes K. Kt P. 6. K. R. to 6. sq. 

7. Q. B. attacks Q. 7> If he interpose B., you change 

Bishops and win a piece by taking Kt with K. — If 
K. B. P. interposes. 

8. P. takes P. as the best move, and has a won game — observing, 

that if Black take R., you do not discover check, but play 
K. B. to K. second, &c 

IN THE SECOND PLACE. 

5. B. takes K. B. P. ch. 

6. K. to K. second sq. 6. Q. to R. fifth sq. (A.) 

7. a takes K. Kt P. 7- R. to K. B. sq.— If he had 

checked with Kt at Kt sixth, you would take Kt with K. 
R.P. 

8. Kt to K. B. third sq. 8. If he retreat Q. to K. second, 

you move Q. B. to K. R. sixth. 
Q. to K. R. fourth sq. 

9. Q. B. to R. sixth sq. 9. K. B. to a B. fourth sq. 

10. K. Kt P. two sq., observing, that if he check with Kt at Kt 
sixth, you play K. to Q. sq., &c. 

(A.) 

6. K.B. takes Kt 

7. R. takes B. 7. Q. P. two sq. 

8. a takes K. Kt P. 8. R. to B. sq. 

9. a B. to R. sixth sq. 9. Q. Kt to Q. second sq. 
10. K. Kt. P. one sq. 10. Q. to K. second sq. 
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1 1. K. B. to K. R. tliird sq. 11. If he take P. with Q. you win 

Q. — If he take P. with Kt, you change Bishops and then take 
R. with €L K. Kt. to Q. B. fourth sq. 

12. B. takes Kt. ch., and on Black's retaking with Kt, plays Rook 

to K. sq., &c. 

IN THE THIRD PLACE. 

5. Q. P. two sq. 

6. a takes K. Kt. P. 6. Rook to B. sq. 

7. Q. B. to K. third sq. 7- If Black hring Q. to K. se- 

cond, you answer with Q. Kt to Q. second ; and if instead 
he take B. with B., you retake with K. B. P., and keep a 
good position. Q. P. advances. 

8. a B. p. takes P. 8. K. B. takes P. 

9. Q. Kt to Q. second sq. 9. If Black take B. with B., you 

capture Kt with Kt— If he take Q. Kt P. with B., you also 
take Kt with Kt., and if he then take Q. R., you get an easy 
victory by checking with Kt at K. B. sixth. 
Kt takes Kt. 

10. a R. to a sq. 10. K. B. takes a Kt P. 

11. B. takes Kt 11. a to K. second sq. (B.) 

12. K. Kt to B. third sq. 12. a B. to K. B. fourth sq. 

13. a to K. Kt fifth, and play what he will, 1 should take White's 

game for choice. 

(B.) 
11. If Black here advance Q. to Q. 
fourth or fifth, you take R. with Q. chg., and on his retaking 
wi^ K., recover your Qneen. — If he bring out Q. B. or Kt, 
you inarch Q. B. to Q. Kt fourth. 

K. B. to a fifth sq. 

12. Q. B. to Kt fourth sq. 12. If he push up Q. B. P. two sq., 

you check with K. B., and then bring out K. Kt. ; and if 
K. B. takes P. ch. 

13. K. takes B. 13. Q. takes Rook. 

14. K. B. ch. 14. a B. P. one sq. 

15. Q. takes R. ch^ 15. K. moves. 

16. Q. gives Checkmate. 

In this game. Black's error consists in his fourth move (K. B. to 
Q. B. fourth), instead of which he should advance Q. P. two 
sq. — Your best move would then be Q. B. to K. third, and the 
opening would be about equal. 

CHAPTER XII. 

THE KING'S PAWN ONE OPENING. 

Seldom played in England, though the most common opening 
among the French. As it completely foils any attempt on the part 



y Google 



56 WALKER ON CHESS. 

of the first player to get an immediate violent attack, it is the best 
debfit to select in receiving the odds of a piece ; or, when playing 
with an adversary who is strong in some particular openings which 
you are less acquainted with. 

FIRST GAME. 

WHITE. BLACK. 

1. K. P. two sq. I. K. P. one sq. 

2. Q. P. two sq. 2. Q. P. two sq. 

3. If you take P. with P., he retakes with P., and the opening re- 

solves itself into a common-place sort of position. By ad- 
vancing K. P. you appear to confine his game, but as 
advanced Pawns are not strong at the commencement, you 
run some risk of having your position broken up. 
K. P. advances. 3. O. B. P. two sq. 

4. a B. P. one sq. 4. a Kt to B. third sq. 

FIRST MODE OF PLAT. 

5. K. B. attacks Kt. 5. Q. B. to Q. second sq. 

6. B. takes Kt. 6. P. takes B. (best). 

7. K. Kt to K. second sq. 7* P- takes P. 

8. P. takes P. 8. Q. B. P. moves. 

9. Castles. — The game is equal. 

SECOND MODE OF PLAT. 

5. K. B. P. two sq. 6. Q. to Q. Kt third sq. 

6. K. Kt to B. third sq. 6. Q. B. to Q. second sq. 

7. K. B. to K. second sq. 7. K. Kt to R. third sq. 

8. Castles, (bad). 8. P. takes P. 

9. P. takes P. 9. Q. Kt takes P. 

10. K. Kt. takes Kt 10. K. Kt to B. fourth sq., and re- 

gains the piece, with the better game. 

THIRD MODE OF PLAT. 

5. K. Kt to B. third.— A better move than K. B. P. two sq. 

5. Q. to Kt third sq. 

6. K. B. to Q. third sq. — A player might here easily lose his 

Queen ; (A.) 6. Q. B. to Q. second sq. 

7. K. B. to Q. B. second sq. 7* P* takes P. 

8. P. retakes. 8. a Kt to Kt fifth sq. 

The game is equal. 

(A.) 

6. K. B. to a third sq. 6. P. takes P. 

7. Pawn retakes. 7. Kt takes P. (bad). 

8. Kt. takes Kt a Q. takes Kt 

9. B. checks, and wins the Queen, 



y Google 



WALKER ON CHESS. 57 

SECOND GAME. 



1. K. P.twosq. 


1. 


K. P. one sq. 


2. K. B. P.twosq. 


2. 


a P. two sq. 


3. K. P. advances. 


3. 


a B. P. two sq. 


4. K. Kt to B. third sq. 


4. 


a Kt to B. third sq. 


5. a B. P. one sq. 


6. 


K. B. P. two sq.— May also 
push on Q. P. another sq. 


6, K. B. to a third sq. 


6. 


a to Q. Kt. third sq. 


7. K. B. to Q. B. second sq. 


7. 


a B. to a second sq. 


8. Castles. 


8. 


In this opening, I do not like 


advancing the Pawns too far. 


He might now push Q. B. P. 



dis. ch.y but you would retreat K., and then playing i)p Q. P. 
two sq., and Q. Kt. P. one sq., would get a good position. 
K. Kt. to R. third sq. 
9. K. to comer. 9. K. B. to K. second sq. 

10. Q. R. P. one sq. — By this move you prevent his Kt. from ad- 

vancing to Q. Kt fifth, which he might otherwise do after 
the next move or two. 10. K. Kt to K. B. second sq. 

11. Q. P. two sq. — Black would not play well to take this P. imme- 

diately, as by retaking, you liberate Q. Kt 

11. a toQ. sq. 

12. a to K. sq., threatening to take P. with K. B. 

12. K. Kt. P. one sq. 

13. The game is perfectly even. 

The King's Pawn One Game, is sometimes played by the 
first player ; who, in that case, generally begins by moving 
Q. B. P. two, and then Q. Kt to B. third ; afterwards play- 
ing K. P. one sq. ; there are numberless variations arising 
out of this opening, and it is a favourite with the higher class 
of players. 

CHAPTER XIII. 

THE LOPEZ GAMBIT. 

The Lopez Gambit, so called from having been first described in 
the very " mediocre" work of Ruy Lopez ♦, is a safe attacking 
opening for the first player ; for, if even the best defence is opposed 
to you, you come off with an equal game. This opening is, properly 
speaking, a branch of the King's Bishop's Game. 

WHITE. BLACK. 

1. K. p. two sq. I. K. P. twosq. 

2. K. B. to a B. fourth sq. 2. K. B. to a. B. fourth sq. 

* Libro de la Invencion liberal, y arte del Juego del Axedrez. Aleulmt 1561, 
4to. 
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3. Q. to K. second sq. 3. Q. P. one sq. 

4. K. B. P. two sq. 4. B. takes Kt 

5. R. takes B. 5. P. takes P. 

6. Q, P. two sq. 6. Q, checks. 

7. K. Kt P. one sq. 7- P. takes P. 

8. R. takes P. — You now have the better game, on account of the 

great command your pieces have over the board ; this arises 
from Black's having checked, instead of whkh, he a^uld 
have played Q. Kt. to B. third. 

VARIATION FROM MOVE 3. 

3. d. to K. second sq. 3. Q. to K. second. — ^If Black 

now play out Q. Kt, your reply is Q. B. P. one sq. 

4. K. B. P. two sq.— If he take P. with P., you move K. Kt to B. 

third. 4. K. Kt. to B. third sq. 

5. K. Kt to B. third sq. 5. Q. P. one sq. 

6. It would be bad play to move K. R. P. one sq., as he mi^t 

move K. Kt to R. fourth ; therefore, 
Q. Kt to B. third sq. 6. Q. B. P. one sq. 

7. Q. P. one sq. 7. Q. B. attacks Kt 

a K. B. P. advances. 8. Q. Kt to Q. second sq. 

9. Q. B. attacks Kt. 9. K. R. P. one sq. 

10. Q. B. to R. fourth sq. 10. K. Kt P. two sq. 

11. P. takes P. en passant 11. P. takes P. 

12. K. R. P. one sq. 12. B. takes Kt 

13. Q. takes B. 13. Castles, O. R. 

The game is even. 

CHAPTER XIV. 
THE QUEEN'S GAMBIT. 

The Queen's Gambit usually leads to a very dull game. As in 
the Lopez Gambit, the second player ought not to support the Pawn; 
it is, consequently, a safe opening for the attacking party. Stamma 
calls it the Aleppo Gambit *. 

FIRST GAME. 

WHITE. BLACK. 

1. Q. P. twosq. 1. Q. p. two sq. 

2. a B. P. two sq. 2. Q. P. takes P. 

3. K. P. one sq.— This is not so strong a move as K. P. two sq., if 

Black were to play the correct move against it, which would 
be K. P. two sq. 3. O. Kt. P. two sq. (bad). 

« Essai f ur le jeu des £chec8, ou regies poor le bien Jouer. Par Pailibpk 
Stamma. Paris, 1737. 12mo. 
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4. Q. R. P. two sq. 4. If he move Q. B. P. one sq., 

you win by moving Q. to K. B. third, after changing Pawns. 
If, again, he play Q. B. to Q. second, or R. third, after 
changing Pawns you advance Q, Kt P. one sq. ; he then 
plays Q. to her fourth sq., you take P. with P., and om his 
retaking with B., win by checking with Q. 
P. takes P. 

5. K. B. takes P. 5. Q. B. to Q. second sq. 

6. Q. to K. B. third. — If he attempt to save R., he is Mated ; ex. gr. 

6. a. B. to Q. B. third sq. 
7* B. takes K. B. P. ch., and then Q. Mates in two moves. 

SECOND GAME. 

WHITE. BLACK. 

I. Q. P. two sq. 1. Q. P. two sq. 

2» a B. p. two sq. 2. P. Ukes P. 

3. K. P. two sq. 3. Q. Kt P. two sq. (bad). 

4. Q. R. P. twosq. 4. a B. P. supports Q. Kt P.— 

If he had sustained P. with Q, B., you would change Pawns 
and then move Q. Kt P. one sq. 

5. P. takes P. 6. P. retakes. 

6. Q,. Kt P. one sq. 6. Black's best move is to ad- 

vance Q. Kt P., and then on your taking P. with Q. Kt P. 
he plays up Q. R. P. ; your game is, in that case, slightly 
better than his. If he take P. with P., you take P. with B. 
chg., and on his interposing Q. B., take P. with Q. — If he 
move Q. to Q. B. second, you take P. with P., and on his re- 
taking with Q. Kt P., check with d. and take P. 
Q. B. to R. third sq. 

7. P. takes P. 7- P- retakes. 
a Rook takes B. 8. Kt takes R. 

9. Q. checks. 9. Q. to Q. second sq. 

10. a takes Kt 10. a R. to a sq. (IQ 

11. K. B. takes P. 11. a R. to a B. sq. 

12. K. B. to a Kt fifth sq. 12. a R. takes B. ch. 

13. K. to Q. second sq., and you ought to win. 





THIRD GAME. 


WHITE. 


BLACK. 


1. Q. P. twosq. 

2. Q. B. P. two sq. 

3. K. P. two sq. 

4. P. takes K. P. (best). 

5. K. takes a 


1. The same. 

2. P. takes P. 

3. K. P. two sq. (best). 

4. Q. Ukes Q. ch. 

5. If he defend P. by playing Q. 



Kt P. two, you get the better game by advancing Q. R. P. 
two sq. ; on his then moving Q. B. P. one sq., yoa change 
Pawns, and bring out Q, Kt 
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Q. Kt. to Q. second, as a 
better move than Q. B. to K. third. (See Variation). 

6. K. B. P. two sq. 6. a Kt to a B. fourth sq. 

7. Q. Kt to B. third sq. 7- Q* B. P. one sq. 

8. If you take P. with K. B.» he advances Q. Kt P. two sq., and 

then another sq. on Kt ; — afterwards taking K. P. 
Q. R. P. two sq. 8. Q. B. checks. 

9. K. Kt to B. third. — (If you move K. to Q. B. second, he takes 

K. P. with Kt — examine wherefore ;) 

9. Rook checks. 

10. K. to K. sq. 10. B. takes K. Kt 

11. P. takes B. 11. Kt to a Kt sixth. — Might 

also check with Kt 

12. a R. to Kt sq. 12. Kt takes B. 

13. R. takes Kt 13. K. B. to a B. fourth sq. 

14. If you now play K. to K. second, he moves Q. R. P. one sq. ; and 

playing, instead, Kt to K. second, he pushes up Q. Kt P. ; 
your best move is 
K. B. P. one sq. 14. B. to a fifth sq. 

15. K. P. one sq. 15. P. takes P. 

16. P. takes P. 16. Kt to K. second sq. 

17. B. takes P. I7. Kt to K. Kt third ; then pUys 

K. to K. second, and the game is even. 

Variation on Black* s fifth move. 

5. a B. to K. third sq. 

6. K. B. P. two sq. 6. K. Kt P. one sq. 

7. Q. Kt to a second, (best). 7. a Kt. P. two sq. 
& a R^ P. two sq. 8. Q. B. P. one sq. 
9. P. takes P. 9. P. takes P. 

10. Q. Kt P. one sq. 10. If he take P. with P., you take 

Q. Kt P. with B. ch., and on Black's interposing Q. Kt, play 
Q. R. to Q. Kt sq. — Should he then attack B. with Rook, 
you retreat B. to Q. R. fourth, and ought to make a speedy 
conquest — His best move would now be Q. R. P. two sq., 
advancing Q. Kt. P. another sq. on your taking P. with P. ; 
but you would still have the better game. 

10. Q. B. P. goes on. 

11. B. takes P. ch. 11. B. interposes, (best). 

12. B. takes B. ch. 12. Q. Kt takes B. 

13. Kt to a Kt sq. 13. If Black move Kt to a B. 

fourth, you take P. with Kt, and on his taking Q. Kt P., play 
R. to Kt sq. — If, again 

R. to Q. B. sq. 

14. K. to Q. B. second sq. 14. Kt to Q. B. fourth. 

15. R. takes P. 15. Kt takes K. P. 

16. K. Kt to K. second sq. 16. All lost — A most complete 
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and valuable analysis of the Queen's Gambit is given by 
PoNZiANi ; to whose work the student cannot be too often re- 
ferred. 

CHAPTER XV. 
THE KING'S ROOK'S PAWN'S GAMBIT. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. R. P. two sq. 3. K. B. to K. second sq. 

4. K. Kt. to B. third sq. 4. Q. P. one sq. 

5. Q. P. two sq. 

FIRST DEFENCE. 

5. K. Kt p. two sq. (bad). 

6. P. takes P. 6. B. takes P. 

7. K. Kt P. one sq.| regaining the Pawn, &c 

SECOND DEFENCE. 

6. Q. B. attacks Kt (best). 

6. a B. takes P. 6. K. B. takes P. ch. 

7. If you take B. with R., he takes Kt. with Q. B., and then R. 
K. Kt. P. advances. 7- K. B. to K. Kt fourth sq. 

& (If) a B. takes B. 8. B. takes Kt. 

9. Q. takes B. 9. a takes B. 

10. Q. Kt. to B. third sq.—BIack for choice. 

CHAPTER XVI. 

THE ALLGAIER GAMBIT*. 

The Allgaier Gambit is a very attacking opening, but attended, I 
think, with considerable risk to the first player. 

FIRST GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt to B. third sq. 3. K. Kt. P. two sq. 

4. K. R. P. two sq. 4. K. Kt P. advances.—- If he 

take P. with P., you would, in the words of Lolli, " have an 
immense field of attack." — If he play K. B. P. one sq., you 

* Ste Ai.L6Aisa'8 Neue theoretisch— piacktische Anwelsung zum Scbach- 
Spiel. Wien. 1823. 8vo. 
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Uke P. with Kt, and if he take Kt, you <^eck with Q., and 
have the same position as now folk^ws. 

5. Kt to K. Kt. fifth sq. — This move constitutes the Allgaier Chunbit 

5. K. B. P. one sq. (bad). 

6. a takes P. 6. P. takes Kt. 

7. Q, to R. fifth sq. ch. 7- K. moves. 

8. Q. takes P. chg. 8. If he interpose Kt, you ad- 

vance K. P. 
K. to his own sq. 

9. a to K. R. fifth sq. ch. 9. K. moves. 

10. Q. to K. fifth sq. ch. 10. K. to B. second sq. 

11. K. B. checks. 11. If he move K. to Kt. third, 

you Mate in four moves. 
Q. P. two sq. 

12. B. takes P. ch. 12. If Black play K. to Kt. third, 

you Mate in four moves as above. His only move in this 
hopeless situation is to give up Q. for K. B., when, of course, 
you find no difficulty in winning. — If 

Q, B. interposes. 

13. Q. takes B. ch. 13. K. where he can. 

14. Q. to K. B. seventh, ch. 14. K. moves. 

15. Q. takes Gambit P. ch. 15. If he go to R. fourth, you 

Mate with B. 
K. to Kt second or third. 

16. Mates, in either case, in three moves. 

SECOND GAME. 





WHITE. 


BLACK. 


1. 

2. 
3. 
4. 
5. 


K. P. two sq. 
K. B. P. two sq. 
K. Kt. to B. third sq. 
K. R. P. two sq. 
Kt to Kt fifth sq. 


1. K. P. twosq. 

2. P. takes P. 

3. K. Kt P. two sq. 

4. K. Kt. P. one sq. 

6. R. P. attacks Kt— I consider 



this to be the best move for the Black, although you certainly 
get a fine attack in exchange for the Kt 
Kt takes K. B. P. 6. K. takes Kt 



7. a takes Kt P. 



FIRST DEFENCE. 



7. a to K. B. third sq. (best). 

8. K. B. checks. (A.) 8. K. to K. second sq. 

9. It would be bad play to take Kt with B., as he would attack 

a with R. P. 

Q. Kt. to B. third sq. 9. Q. B. P. one sq. 

10. a P. one sq. 10. K. R. P. attacks a 

11. a to K. B. third sq. 11. a P. one sq. 
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12. a B. takes P. 12. a B. attacks a 

The game ia, perhaps, slightly in favor of Black. 

(A.) 

8. Q. P. two sq-.-xAUgaier considers this the best more. 

8. If Black play K. Kt out, you 
9riov« K. P., and then check with B. ; and if 

a takes Q. P. 

9. Q. takes Gamb. P. ch. 9. Q. interposes. (B.). 

10. a to K. Kt, fourth sq. 10. a to K. Kt third sq. 

11. K. B. checks. 11. K. to Kt. second sq. 

12. Q. to K. B. third sq. 12. Q. to K. B. third aq. 

13. Q. to K. Kt. third sq. du 13. Q. interposes. 

14. Q. to Q. B. third sq. ch. 14. Q. interposes. 

15. K. P. advances. 15. a to Q. Kt. third sq. 

16. K. P. one sq. dis. ch. 16. Kt. interposes. 

1 7* Q* to K. Kt third, checks and wins. — These games are princi- 
pally taken from Allgaier ; there might be better moves found 
for the defence, but still the attack is interesting and instruc- 
tive. 

(B.) 

9. K. Kt interposes. 

10. a Kt to B. third sq. 10. K. B. attacks a Kt 

11. K. B. to Q. third sq. 1 1. B. takes Kt ch. 

12. P. takes B. 12. Q. retakes P. ch. 

13. K. to K. second sq. 13. Q. takes R. 

14. K. P. advances. 14. a takes a R. P. 

15. Forces Mate in seven moves. 

S£CONI> DEFENCE. 

7. K. Kt to B. third sq. 

8. Q. takes Gamb. P. — This move is given as the best by HoRmr ♦ ; 

it would be, probably, better to check with B. 

8. K. B. to a third sq. 

9. Q. to K. B. third sq. 9. Q. Kt. to B. third sq. 

10. a B. P. one sq. 10. Q. Kt to K. fourth, " and," 

says Homy, " has the best of the game." — Our narrow limits 
preclude any remarks on this assumption. 

THIRD GAME. 



1. K. P.twosq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

* An\vel6ung das Schachspiel Cassel. 1824. 8to. 
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3. K. Kt to B. third sq. 

4. K. R. P. two sq. 
6. Kt. to Kt 6fth sq. 

6. K. B. to Q. B. fourth sq. 

7. a P. two sq. 

8. Q. B. takes P. 

9. K. R. P. takes P. (best). 
10. Doubled P. attacks Kt 



3. K. Kt P. two sq. 

4. K. Kt P. attacks Kt 
6. K. R. P. two sq. (bad). 

6. Kt to K. R. third sq. 

7. K. B.P. onesq. 

8. P. takes Kt. 

9. Kt to K. B. second sq. 



FIRST DEFENCE. 

10. Kt to Kt fourth sq. 

11. Q. to Q. second sq. — ^You may also attack R. with Q. B. 

11. KttakesK.P. 

12. K. B. checks. 12. K. to K. second sq. 

13. Q, B. checks. 13. Kt interposes. 

14. Q. to K. third sq. ch. 14. K. to Q. third sq. 

15. Q. B. P. two sq. (best). 15. Q. B. P. one sq. (best). -^^^'^/^ 

16. You now Mate in five moves at most ; observing that if Black ^ 

had played his last move differently, you would Mate in three 
moves. 

SECOND DEFENCE. 



11. B. takes Kt 

12. K. B. checks. 

13. a Kt to B. third sq. 

14. Q. to Q. second sq. 

15. Q. to K. B. second sq. 

16. Q. to K. R. fourth sq. ch. 

17. Castles, a R. 

18. Q. Kt to Q. fifth sq. ch. 

19. a to K. Kt third sq. 

20. Doubled P. to K. Kt seventh 



10. Kt to Q. third sq. 

11. aB. P. takesB. 

12. King moves. 

13. a to Q. R. fourth sq. (A.) 

14. K. to Q. sq. 

15. B. to K. Kt second sq. 

16. King moves. 

17. Q. Kt to B. third sq. 

18. K. to Q. Kt sq. 

19. K. B. to K. B. sq. 
sq.| and wins easUy. 



14. Castles, checking. 

15. K. B. to Q. Kt third sq. 

16. Rook checks. 

17. Q. to a third sq. 



18. Q. R. to K. B. sq., having a won game. 



(A.) 

13. K.to K. B. third sq. 

14. K. to Kt second sq. 

15. a to K. Kt fourth sq. 

16. K. takes P. 

17. K. to K. R. third sq. 



FOURTH GAME. 



1. K. P.twosq. 

2. K. B. P. two sq. 



BLACK. 

1. K. P. two sq. 

2. P. takes P. 
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3. K. Kt. to B. third sq. 3. K. Kt P. two sq. 

4. K. R. P. two sq. 4. K. Kt P. attacks Kt 
6. Kt to Kt. fifth sq. 6. Q. P. two sq. 

6. If you advance K. P., or defend it. Black may safely attack Kt 

with R. P. ; therefore 
P. takes P. 6. K. Kt to B. third sq. 

7. Q. Kt to B. thisd sq. 7. Kt takes P. (had). 

8. Q. to K. second sq. ch. — This is stronger play than taking Kt 

with Kt 

8. If Black interpose K. B., you 
move Q. to K. fifth sq. — If he interpose Q. B., you take Q. B. 
with Kt, and get the better game play what he wilL (A.) 
Kt to K. second sq. 

9. Q. to K. fifth sq. 9. R. to K. Kt sq. 

10. K. B. to Q. B. fourth. 10. R. to Kt. second sq. 

11. Q. Kt to Q. fifth sq. 11. Game lost 

(A.) 

6. Q. B. interposes. 
9. Kt takes B. 9. If he take Kt with Kt you 

check with Kt at K. Kt. seventh, then take Kt P. with Q. 
chg., and finally take Kt with Q. P. 

K. B. P. takes Kt 
10. Q. takes K. Kt P., and I should prefer White's position. — From 
this game it will be seen that Black cannot take the Pawn at 
Move 7* It would be better, probably, to move K. R. P. one 
sq., or play K. B. to K. second, but in either case White wotild 
stiU have considerable resource. 



CHAPTER XVII. 

THE KING'S KNIGHT'S GAMBIT. 

FIRST GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. The same. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt to B. third sq. 3. K. Kt P. two sq. 

4. K. R. P. two sq. 4. K. Kt P. moves. 

5. Kt to K. fifth sq. 5. K. R. P. two. (best). 

6. K. B. to O. B. fourth sq. 6. K. R. to R. second, (best). 

7. Q. P. two sq. 7. Q. P. one sq. 

8. Kt to Q. third sq. 8. Gambit P. on. 

9. P. takes P. 9. K. B. to K. second sq. 
Black has the advantage. 
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SECOND GAME. 

WHITE. BLACK. 

■ 1. K. P. two sq. 1. The same. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt. to B. third sq. 3. K. Kt P. two sq. 

4. K. R. P. two sq. 4. K. Kt. P. moves. 

5. Kt to K. fifth sq. 5. Q. to K. second sq. (good). 

FIRST MODE OF PLAY. 

6. Kt takes K. Kt P. 6. K. B. P. two sq. (best). 

7. Kt to K. B. second sq. 7- P. takes P. 

8. Q. checks. 8. K. to Q. sq. 

9. Q. to K. B. fifth sq. 9. K. P. advances. 

10. P. takes P. 10. P. takes P. 

11. Kt toKt fourth sq. 11. K. Kt to R. third sq. 

12. Kt takes Kt 12. B. takes Kt 
Black has the better game. 

SECOND MODE OF PLAY. 

6. a p. two sq. 6. K. B. P. two sq. 

7. a. B. takes P. 7- Q. P- one sq. 

8. B. attacks Q. 8. Kt interposes. 

9. Q. Kt to B. third sq. 9. If Black take Kt., you win hj 

moving Kt to Q. fifth. 
Q. B. P. one sq. 

10. B. takes Kt 10. a takes B. 

11. K. Kt to a B. fourth sq. 11. P. takes P. 



1. K. Kt to a B. fourth sq. 11. P 
Black's is decidedly the better game. 



THIRD GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. The same. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt. to B. third sq. 3. K. Kt P. two sq. 

4. K. R. P. two sq. 4. K. Kt P. moves. 

5. Kt to K. fifth sq. 5. K. B. to K. second sq. 

6. Your best move is, to take Kt P. with Kt., and on Black's then 

taking P. with B. chg., you interpose Kt, &c — It is not good 
play to take P. with Q. ; ex. gr. 
a takes P. 6. a P. attacks Kt 

7. Q. to Kt seventh sq. 7. P. takes Kt 

8. Q. takes R. 8. B. takes P. ch. 

9. K. to a sq. 9. a B. checks. 

10. K. B. interposes. 10. B. takes B. ch. 

11. K. takes B. ] 1. Q. to K. Kt fourth sq. 
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FIRST DEFENCE. 

12. K. R. to Kt sq. 12. a Kt to B. third sq. 

13. a takes K. R. P. 13. Kt. checks. 

14. K. to Q. third sq. 14. Mates in six moves. 

SECOND DEFENCE. 

12. R. takes B. 12. Q. takes Kt P. ch. 

13. If you play K. to K. sq., Black brings out Q. Kt, and pushes on 

the Gambit Pawn. 
K. to a third sq. 13. Qt. Kt to 6. third sq. 

14. If you move Q. Kt to B. third, you lose at least the Queen in 

nine moves. 

Q. takes K. R. P. 14. Castles, chg. 

15. K. to Q. B. third sq. 15. Q. to Kt eighth sq. 

16. a P. one sq. 16. Q. takes a B. 

17. K. R. attacks Q. 17- R. takes a P. ch. 

18. K. tod. B. fourth sq. (best). 18. Mates in five moves. 



FOURTH GAME. 



WHITE. 



1. K. P. two sq. 1. The same. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt to B. third sq. 3. K. Kt. P. two sq. 

4. K. R. P. two sq. 4. K. Kt P. moves. 
o. Kt to K. fifth sq. 5. K. R. P. two sq. 

6. a P. two sq. 6. a to K. B. third, (good). 

FIRST MODE OF ATTACK. 

7. K. B. to Q. B. fourth sq. 7. K. Kt to R. third sq. 

8. Q. B. P. one sq. 8. K B. to Q. third sq. (good). 

9. K. Kt to a third sq. 9. Gambit P. moves. 

10. If you advance K. P., Black takes Kt P. with P., having a 

winning game. — If, again, you take P. with P., he checks 
with B., and then takes K. R. P., which was overlooked by 
Salvio, who advises the student to move Q. P. one sq., instead 
of K. B. to Q. third sq. 
Q. B. attacks Q. 10. P. takes Kt P. 

11. R.toKtsq. 11. K. B. checks. 

12. K. to Q. second sq. 12. Q. to K. B. sixth sq. 

13. This game is from Ercole del Rio, who now dismisses it, as won 

for the second player. LoUi appears to dissent from this, 
and proposes 
Q. to K. second sq. 13. If Black take Q., he will get 

a bad game ; but he has still a resource, which was overlooked 
f2 
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by Lolli, though since noticed in the Traite deb Ame- 
TEURS * ; — he plays 

K. B. P. one sq., and has the 
better game. — This position is interesting. 

SECOND MODE OF ATTACK. 

7. Q. B. P. one sq.— (If you move Q. Kt to B. third, Black plays 

a B. p. one sq.) 

7. Q. p. one sq. 

8. Kt to a third sq 8. K. B. to R. third sq. 

9. Q. to K. second. — If, on either this, or the following move, you 

advance K. P., he will take P., &c 

9. K. Kt to K. second sq. 
10. a to K. B. second sq. 10. K. Kt to Kt third sq. 

Play as you will, Black ought to keep the Pawn. 

FIFTH GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt. to B. third sq. 3. K. Kt P. two sq. 

4. K. B. to Q. B. fourth sq. 4. K. B. to Kt second sq. 

6. K. R. P. two sq. (weak). 5. If he play K. B. P. one sq., 

you take Kt P. with Kt, and if he retake Kt., you check 
with Q. at K. R. fifth, then at K. B. seventh, and lastly take 
K. B. with Q., after which, the best thing Black can do is to 
begin another game. ' 

FIRST DEFENCE. 

5. K. Kt p. advances. 

6. K. Kt to Kt fifth sq. 6. K. Kt to R. third sq. 

7. a P. two sq. 7. K. B. P. one sq. 

8. Q. B. takes P. — If he take Kt, you retake with B., and, en his 

playing B. to K. B. third, take Kt, &c. 

8. Q. P. one sq. 

9. Castles. 9. P. takes Kt (fatal). 

10. B. takes P. 10. Q. to Q. second sq. 

11. Q. to Q. second sq. 11. K. Kt to Kt sq. 

12. K. B. checks, winning Queen and game. 

SECOND DEFENCE. 

5. K. R. P. one sq. (best). 
6. Q. P. two sq. 6. Q. P. one sq. 

« Traits theorique et pratique du jeudes ^hecs, par une Socilt6 d' Amateurs. 
PaHt. 1775, &c. 12mo. 
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7. Q. B. P. one sq. 7. Q. B. P. one sq. 

8. K. R. P. takes P. 8. K. R. P. takes P. 

9. R. takes R. 9. B. takes R. 

10. Play as you will> Black gets the best of the game, through your 
' advancing K. R. P. two sq., at Move 5 ; you may now attempt 

the following violent, though unsound, attack. 
Kt to K. fifth sq. 10. P. takes Kt (best). 

11. a to K. ,R. fifth sq. 11. a to K. B. third sq. 

12. P. takes P. 12. O. to Kt. second sq. 

13. P. to K. sixth sq. 13. K. Kt to B. third sq. (best). 

14. P. takes P. chg. 14. If Black inadvertently play K. 

to B. sq., you take P. with Q. B. ; for if he take Q., you 
Checkmate. His best move is, 

K. to K. second sq. 

15. Q. to K. second sq. 15. Q. B. attacks Q. 

16. Q. to Q. third sq. 16. Q. Kt to Q. second sq. 
Black has frustrated the attack, and will win. 

SIXTH GAME. 



1. K. P. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt to B. third sq. 3. K. Kt P. two sq. 

4. K. B. to a B. fourth sq. 4. K. B. to Kt second sq. 

5. Castles, (best). 5. Q. P. one sq. 

6. Q.P.twosq. 6. IfBlack attack Kt with P., you 

retreat Kt to K. sq. ; and if K. R. P. one sq. 

7> Q. Kt to B. third sq., or, perhaps Q. B. P. one sq. 

7. K. Kt to K. second sq. 
You have a Pawn less, but a strong position. 

SEVENTH GAME. 





WHITE. 




BLACK. 


1. 


K. P. two sq. 


1. 


K. P. two sq. 


2. 


K. B. P. two sq. 


2. 


P. takes P. 


3. 


K. Kt to B. third sq. 


3. 


K. Kt. P. two sq. 


4. 


K. B. to a B. fourth sq. 


4. 


K. Kt P. advances. 


5. 


K. Kt to K. fifth sq. 


5. 


Q. checks. 


6. 


K. to B. sq. 


6. 


Gambit P. moves, (best) 



7. If you play Q. to K. sq., he takes P. with P. ch., and then moves 
d. to K. R. sixth, having the best of the game. 



FIRST MODE OF PLAY. 



K. B. takes P. ch. 7. K. to K. second sq. 

If you take Kt with K. B., he takes P. with P. chg., then checks 
with Q. at R. sixth, and takes B. with R.— If you take P. with 
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9. 
10. 
11. 



K. Kt P., he moves Q. P. one sq.^ and on your taking Kt. 
with K. B., takes Kt with P. 



8. Q. checks. 

9. K. Kt to B. third sq. 

10. Q. P. one sq. 

11. Kt takes P. ch. 

12. Q. B. to K. B. fourth sq. 
13. If you move K. to K. B. fourth, he answers with K. to K. B. 

third, having a won game ; and if 
Kt takes R. 13. Mates in five moves. 



Kt P. attacks a 
K. to B. second sq. 
K. B. to a Kt. third sq. 
K. Kt to B. seventh sq. 



12. K. to K. third sq. 



SECOND MODE OF PLAT. 



7. KtukesK. B.P. 



8. P. takes P. 

9. Kt takes R. 

10. O. takes P. 

11. K. to Kt sq. 

12. a P. two sq. 

13. Q. B. interposes. 



7. K. Kt. to B. third sq. 



FIRST DEFENCE. 



a Q. P. two sq. 

9. Kt P. takes P. 

10. Q. B. checks. 

11. K.B. checks. 

12. B. takes P. ch. 

13. Mates in three moves. 



P. 



SECOND DEFENCE. 

8. Kt takes Rook. 8. K. Kt takes K. 

9. Q. to K. sq. 9. P. takes P. ch. 

10. If you play K. to K. second, he moves Q,. to K. R. sixth, with 

sufficient advantage to win. 
K. takes P. 10. Q. to R. sixth sq. ch. 

11. K. to Kt sq. 11. K. B. checks. 

12. Q. P. two sq. 12. Mates in four moves. 



THIRD DEFENCE. 



8. K. Kt P. one sq. 

9. K. to B. second sq. 

10. K. B. attacks Q. 

11. K. to K. third sq. (A.) 

12. Kt takes R. 

13. K. to a fourth sq. 



8. Q. checks. 

9. Q. P. two sq. 

10. Kt takes P. ch. 

11. a to K. R. fourth sq. 

12. Q. to Kt fourth sq. ch. 

13. Mates in two moves. 



(A.) 

11. K. to K. sq. 11. a to K. R. fourth sq. 

12. Tf you attack Kt with Q. P., he checks with P., and takes Kt. 

with a. 

Kt. takes R. 12. P. checks. 

13. King moves. 13. Q. to K. fourth sq. 

14. a. P. two sq. 14. Kt. to Q. B. sixth sq. ch. 
16. K* to Q. third sq. 16. Q. to K. eighth sq., winning. 
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EIGHTH GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

a K. Kt. to B. third sq. 3. K. Kt, P. two sq. 

4. K. B. to Q. B. fourth sq. 4. K. Kt. P. advances, 

5. K. Kt to K. fifth sq. 5. Q. checks. 

6. K. to B. sq. 6. Gambit P. moves (best). 

7. P. attacks a 7- Q. checks. 

8. K. to B. second sq. 8. K. Kt. to B. third sq. 

9. If you play Q. P. two sq., he takes K. P. ch., and on your 

moving K. to K. third, advances K. B. P. two sq. — If you 
move Q. P. one sq., he moves Q. P. one sq., and on your 
taking K. B. P. with Kt, advances Q. P. another sq., for if 
you then take Rook, he checks with Q. at Kt seventh, and 
on your playing to K. third, gives Mate in six moves. 

FIRST MODE OF PLAY. 

9. a Kt. to B. third sq. 9. Q. to Kt seventh sq. ch. 

10. K. to K. third sq. 10. B. to K. R. third sq. ch. 

11. If you play K. to Q. fourth, he attacks Kt with Q. P., for if yoa 

take K. B. P. with Kt, he Mates in three moves. 
K. to Q, third sq. 1 1. a Kt to B. third sq. 

FIRST DEFENCE. 

12. Kt takes K. B. P. 12. a Kt. to a Kt fifth, chg. 

13. King moves. 13. Q. to K. B. seventh sq. ch. 

14. K. to K. fifth sq. 14. a to a B. fourth sq. ch. 

15. If you interpose Q. Kt, he takes K. Kt. 

K. takes Kt 15. Mates in two moves. 

SECOND DEFENCE. 

12. K. B. takes P. chg. 12. K. to K. second sq. 

13. Kt takes Kt ch. 13. Q, P. takes Kt 

14. K. B. to Q. Kt third sq. 14. Q. Kt P. two sq. 

15. Q. Kt to a Kt sq. 15. Rook checks. 

16. K. to a B. third sq. 16. Kt takes P. ch. 

17* K. to a. Kt fourth sq. 17. Mates in three moves. 

THIRD DEFENCE. 

12. Kt takes Kt 12. Q. P. takes Kt 

13. If you attack Q. with R., he plays Q. to K. B. seventh. — If you 

play Q. to K« Kt sq. , he moves Q. Kt P. two sq., and on your 
then retreating K. B. to Kt third, advances Kt P. another 
sq., winning a piece, for if you remove Kt., you are Mated in 
three moves. 
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Q. R. P. two sq. (A.) 

14. K. B. to R. second sq. 

15. K. to Q. B. fourth sq. 

16. K. to a Kt fourth sq. 

17. K.toa R. fifth sq. 



13. a to K. B. sq. 

14. K. B. to a Kt third sq. 
16. Kt to Q. R. fourth sq. (B.) 

16. a B. P. two sq. 

17. K. B. to Q. B. fourth sq. 

18. K. takes B. 

19. B. takes P. 



15. a Kt to a Kt sq. 

16. Q. B. P. two sq. 

17. K. B. to a B. fourth sq. 

18. R. takes Q. 

19. Q. B. takes P. 

20* K. to B. second sq. 

21. a B. takes K. B. 

22. B. to K. Kt seventh sq. 



13. Castles. 

14. K. R. checks. 

15. Q. B. checks. 

16. K. B. checks. 

17* Mates in two moyes. 

(A.) 

13. a Kt p. two sq. 

14. Q. Kt r. one sq. 

15. Q. B. checks. 

16. P. takes P. en passant, ch. 

17. B. takes B. ch. 

18. P. takes Q. I . 

19. Q. takes B., and wins. 

(B.) 

15. a B. checks. 

16. P. takes P. en pass. ch. 

17. Q. takes Q. ch. 

18. P. takes Q. P. 

19. Q. R. checks. 

20. Q. B. takes B. 

21. B. takes R. 

22. K. to K. second sq., and wins. 



SECOND MODE OF PLAT. 

9. K. to K. third sq. 9. K. B. to R. third sq. ch. 

FIRST DEFENCE. 

10. K. to Q. third sq. 10. Q. P. one sq. 

11. Kt takes K. B. P. 11. Q. P. one sq. 

12. K. B. takes P. 12. K. Kt takes B. 

13. If you take R., he moves Q. to K. R. fourth sq. 

K. Kt takes B. 13. K. Kt. to Q. Kt fifth sq. ch. 

14. K. to Q. B. fourth sq. 14. Q. takes Kt. 

15. K. takes Kt 15. Q. Kt to R. third sq. ch. 

16. K. to Q. B. third sq. 16. Q. to Q. B. third sq. ch. 

17. K. to Q. third sq. I7. Kt to Kt fifth sq. ch. 

1 8. K. to K. third sq. 18. Kt takes Q. B. P. ch., and wins. 

SECOND DEFENCE. 

10. K. to Q. fourth sq. 10. Q. P. one sq. 

11. If you play K. Kt to Q. third, he checks with Q. Kt, and 

takes K. P. with Kt 
K. Kt takes K. B. P. 11. a Kt P. two sq. 
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12. If you take K. B., or play K. B. to Q. Kt thirds he wini a piece 

by checking with Q. B. P. 
K. Kt takes R. (C.) 12. a Kt checks. 

13. If K. go to Q. B. third, you are Mated in three moves. 
K. to Q. third sq. 13. P. takes B. ch. 

14. K. takes P. 14 a R. to a Kt sq. 

Black wins in a few moves. 

(C.) 

12. K. B. to a fifth sq. 12. K. Kt takes B. 

13. Kt takes K. B.—If you take R., he checks with Kt at Q. B. 

third sq., and afterwards Mates in three moves, 
la a B. p. checks. 
] 4. If you take Kt, Black Mates in two moves. 

K. to a third sq. 14. Kt to Q. Kt fifth sq. ch. 

15. K. moves. 15. Q. takes Kt and wins. 

NINTH GAME. 



1. K. p. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt to B. third sq. 3. K. Kt. P. two sq. 

4. K. B. to Q. B. fourtli sq. 4. K. Kt P. advances. 

5. K. Kt to K. fifth sq. 5. a checks. 

6. K. to B. sq. 6. Gambit P. moves, (best). 

7. K. Kt P. takes P. 7. K. Kt to B. third sq. 

FIRST MODE OF PLAT. 

8. Kt takes K. B. P. 8. a P. two sq. 

9. If you take Q. P. with K. B., he takes P. with P. 
Kt. takes R. 9. K. Kt P. takes P. 

10. Q. takes P. 10. a B. checks. 

11. K. to Kt sq. 11. K. B. checks. 

12. a P. two sq. 12. K. B. takes P. ch. 

13. Q. B. to K. third sq. 13. Q. to K. eighth sq.ch. and wins. 

SECOND MODE OF PLAY. 

a K. B. takes B. P. ch. 8. K. to K. second sq. 

9. K. B. to a B. fourth sq. 9. a P. one sq. 

10. If you play Kt. to K. B. seventh, he takes P. with P. — If you 
afterwards play Q. to K. sq., you are Mated in three moves ; 
or if you play K. R. P. one sq., you are Mated in six moves ; 
and lastly, if you then take P. with Q.) you lose Q. imme« 
diately. 

If, again, at move 10. you take Kt P. with Kt, he changes 



y Google 



74 WALKER ON CHESS, 

Kts. and plays K. B. to Kt second. — If you then play K. B. 
to K. second, Black gives Checkmate in four moves ; and if 
instead of this, you move Q. or K. R., he wins easily by 
playing R. to B. sq. — Finally, if at move 12. you advance 
K. R. P. one sq., he checks with K. R., and on your playing 
K. to K. second. Checkmates in three moves. 
K. Kt. to a third sq. 10. P. takes P. 

11. a takes P. (A.) 11. a P. one sq. 

12. B. takes P. 12. Kt. takes B. 

13. P. takes Kt 13. a B. checks. 

14. K. to Kt sq. 14. K. R. checks and wins. 

(A.) 

11. K. Kt to B. second sq. 11. a B. checks. 

12. If you move K. to K. sq., he plays Q. B. to K. Kt seventh, and 

afterwards K. Kt to Kt fifth. 
Kt takes B. 12. Q. takes Kt ch. 

13. K. to K. sq. 13. Kt takes K. P. and vdns. 

THIRD MODE OF PLAY. 

8. Kt. takes K. Kt P. 8. Kt takes Kt 

9. P. takes Kt 9. Q. P. two sq. 

FIRST DEFENCE. 

10. K. B. takes P. 10. a B. takes P. 

11. Q. to K. sq. 11. Q. to K. R. sixth sq. ch. 

12. K. to B. second sq. 12. K. B. checks. 
la a P. two sq. 13. B. takes P. ch. 

14. a B. to K. third sq. 14. a to K. B. sixth sq. ch. 

15. K. to Kt sq. 15. Mates in three moves. 

SECOND DEFENCE. 

10. P. takes P. ]0. Q. ch. at R. sixth sq. 

11. If you move K. to K. sq., he takes P. with Q. B., winning Q., 

or Mating in three moves. — If you play K. to Kt. sq., he 
wins by moving K. R. to Kt sq. 
K. to B. second sq. 11. K. B. to K. second sq. 

12. If you move Q. to K., or K. second, he plays K. to Q. sq. — If 

you play Q. to K. B. sq., he forces your Queen. — If you 
move K. B. to K. second, he checks with B. at K. R. fifth ; 
and on your playing K. to Kt sq., takes P. with Q. B. ; 
afterwards placing R. at Kt sq., if you take B. with B., or 
play Q. to K. B. sq. 
a to K. B. third sq. 12. K. B. to Q. B. fourth sq. ch. 

13. a P. two sq. 13. B. takes P. ch. 

14. Q. B. to K. third sq. 14. Q. takes Q. ch. 
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15. K. takes a 15. B. takes a Kt P. 

16. Q. Kt to Q. second sq. 16. B. takes R. 

17. R. takes B. 17- K. R. P. two sq. 

Black has the better position. 

FOURTH MODE OP PLAY, 

8. Q. to K. sq. 8. Q. to K. R. sixth sq. ch. 

9. If you play K. to KL sq., he wins K. Kt— If you playK. to B. 

second, he checks with K. B., and on your K. going to K. 
second, advances Q. P. one sq. 
K. to K. second sq. 9. Q. P. one sq. 

10. Kt takes K. Kt P. 10. Kt takes Kt 

11. P. takes Kt 11. B. takes P. ch. 

12. K. to B. second sq. 12. K. B. to K. second sq. 

13. If you go with K. to Kt sq., he plays Q. B. to K. B. sixth. 
Q. to K. third sq. 13. K. B. checks. 

14. K. to Kt sq. 14. a B. to K. B. sixth, and wing. 

FIFTH MODE OF PLAY. 

8. Q. to K. second sq. 8. Q. P. one sq. 

9. K. Kt takes K. Kt P. 0. Kt takes Kt 

10. P. takes Kt. 10. a B. takes P. 

11. If you move Q. to K. third, he checks with Q. B., and then 

plays R. to Kt sq. 

Q. to K. B. second sq. 11. Q. B. to R. sixth sq. ch. 

12. K. to K. sq. 12. Q. takes P. ch. 
la a to K. second sq. 13. Q. takes Q, 

14. K. takes Q. 14 Q. Kt. to B. third sq., &c. 

SIXTH MODE OF PLAY. 

8. K. R. P. one sq. 8. P. takes K. R. P. 

9. If you take P. with B. ch., he moves K. to K. second, and on 

your B. retreating, plays Q. to Kt sixth. — If you move Kt. 
to Kt fourth, he changes Kts., then plays Q. to K. Kt sixth, 
and afterwards K. R. to Kt. sq., and K. B. to Q. B. fourth. 

FIRST DEFENCE. 

9. a p. two sq. 9. a P. one sq. 

10. K. Kt to a third sq. 10. Kt to K. R. fourth sq. 

11. a to K. sq. 11. K. Kt checks. 

12. K. to Kt sq. 12. R. to K. Kt. sq. 

13. K. to R. second sq. 13. Kt to K. seventh, and wins. 

SECOND DEFENCE. 

9. a to K. sq. 9. a to K. Kt fourth sq. 

10. K. Kt to Kt fourth sq. 10. Kt takes Kt 

1 1. P. takes Kt 1 1. a takes Kt P. 
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12. If you bring K. R. to Kt sq., he checks with Q. at K. B. sixth, 
then changes Queens and plays K. B. to Q. B. fourth. — If 
you play K. R. to R. second, he moves K. R. to Kt sq., 
and on your then playing R. to B. second, advances P. to R. 
seventh. 

12. K. R. P. two sq. 

13. K. R. to Kt. sq. 

14. P. takes a 

15. K. to Q. sq. 

16. a B. P. onesq. 

17. K. R. toKt third sq. 

18. a P. two sq. 

19. K. Kt P. one sq., and will win. 

(B.) 
14. K. B. to K. second sq. 



Q. to K. second sq. 

la a Kt to B. third sq. 

14. a takes Q. (B.) 

15. Kt. to a fifth sq. 

16. a P. two sq. 

17. Q. Kt to K. B. sixth sq. 

18. K. P. onesq. 

19. K. B. to Q. third sq. 



14. K. toK.sq. 

15. If you move K. R. to B. sq., Black checks withQ. at K. R. 

and on your interposing Q., plays K. R. to Kt seventh, 
a Kt to Q. fifth sq. 16. a to K. R. fifth sq. ch. 

16. If you move K. to B. sq., he plays Q. to K. Kt sixth. 
K. to Q. sq. 16. Q. B. P. one sq. 

17. Kt to Q. B. seventh sq. ch. I7. K. to Q. sq. 



fifth, 



la Kt takes R. 


18. Q. P. two sq. 


19. a to K. sq. 


19. p. takes B. 


20. a takes a 


20. B. takes a 


21. Q.P. twosq. 


21. a B. checks. 


22. K. to Q. second sq. 


22. K. B. to Kt sixth sq. 


23. K. to a B. third sq. 


2a P. to R. seventh sq. 


24. B. to K. third sq. 


24. Q. B. to K. B. sixth sq., and 




wins. 


THIRD AND LAST DEFENCE. 



9. K. Kt. takes K. B. P. 

10. K. B. takes P. 

11. Kt takes R. 

12. R. to K. Kt sq. 

13. R. takes a 

14. R. to Kt sq. 

15. K. to K. second sq. 

16. K. to a third sq. 

17. K. to K. third sq. 

18. a B. P. one sq. 

19. aP. twosq. 

20. Kt to K. B. seventh sq. 



9. Q. P. two sq. 

10. Kt takes B. 

11. atoK. Kt sixth sq. 

12. P. to K. R. seventh. 

13. P. Queens, ch. 

14. a B. ch. 

15. CL to R. seventh ch. 

16. Kt toK. B. fifth ch. 

17. Q. Kt to B. third sq. 
18 K. B. checks. 

19. Castles. 

20. R. takes Q. P., and wins. 



TENTH GAME. 

The following Game was played by me, in correspondence with a 
friend (Wm. Bone, Esq.), some time back. It arose out of a wish 
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to examine, whether the difTerent great authorities (including Lolli, 
Philidor, Sarratt, and the authors of Le Traits des Amateurs), 
were right in their decision, as to the merit of this particular line of 
defence ; or, whether they had not all come to an erroneous conclu- 
sion, respecting the position in question. As it does not appear that 
our analysis is invalidated by any bad move, I am confirmed hi my 
opinion, that the attack ought invariably to regain the Gambit P., if 
the second player adopt the following mode of play. 



1. K. P. two sq. ]. K. P. two sq. 

2. K. B. P. two sq. 2. K. P. takes P. 

3. K. Kt to B. third sq. 3. K. Kt P. two sq. 

4. K. B. to Q. B. fourth sq. 4. K. Kt P. advances. 
& K. Kt to K. fifth sq. 5. Queen checks. 

6, K. to B. sq. 6. K. Kt to R. third sq. (bad). 

7. Q- P. two sq. 7. Q. p. one sq. 

' 8. K. Kt to Q. third sq. 8. Gambit P. moves on. 

9. K. Kt P. one sq. 9. Q. to K. second sq. — Most 

writers have dismissed the game at this point, as being won 
for Black, through the acquired Pawn. There can be no 
doubt of Black's having played the best moves, since move 6, 
when he ought to advance Gambit P. (See final Note on 
this move). 

10. a Kt to B. third sq. 10. Q. B. P. one sq. 

11. K. R. P. one sq. — You might also play K. to B. second, and then 

Kt to K. B. fourth. 11. If Black retreat K. Kt to 

Kt. sq., you take P. with R. P. ; if he retake with B., you 
move Kt to K. B. second, and on his then playing Q. to Q. 
second, you play K. R. to R. fourth. — Throughout this game, 
he would never gain any thing by advancing Q. Kt P. 

K. B. P. two sq. (or Var.) 

12. Q. B. takes Kt 12. If he take B. with B., you 

take K. B. P. with P., and on his retaking with Q. B., take 
P. with K. R. P. ; Black then takes Kt., and you retake with 
Q., remaining, (to use the words of Ponziani, in the same 
position), " con giuoco <f irreparabile offesa." 

K. B. P. takes K. P. 

13. Q. to Q. second sq. 

IN THE FIRST PLACE. 

13. B. takes B.—If heplay Q. B. 
to K. third, you take Q. B. with K. B., and then take P. 
withQ. Kt 

14. a takes B. 14. K. to Q, sq. 

15. a R. to K. sq. 15. Q. P. one sq. 

16. B. takes a P. 16. Q. B. P. takes B. 
17* Kt takes Q. B. P., and has a won game. 
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IN THE SECOND PLACE. 

13. Q. P. one sq. 

14. Q. R. to K. sq. 14. Q. B. to K. B. fourth sq.— If 

this B. be played to K. third, you move Kt to Q. B. fifth. 

15. K. R. P. takes P. 15. a B. to K. Kt third sq. 

16. Q. B. takes B. 16. R. takes B. 

17. B. takes Q. P. 17*^ B. P. takes B. 

18. Kt. takes Q, B. P., and has the better game. 

IN THE THIRD PLACE. 

13. Kt P. takes R. P. 
14. a. Kt takes P. 14. If Black take B., you retake 

with Q.— If he play Q. B. to K. B. fourth, you attack Q, with 
Q. B., and get a winning game ; lastly, if 
Q. P. one sq. 
16. B. attacks Q. 15. If Q. remove, you check with 

Kt, and remain with a winning position. 

K. B. to K. R. third sq. 
16. You may now check with Kt at K. B. sixth, or take B., having 
in either case a won game. 

VARIATION ON MOVE 11. 

11. K. Kt P. takes P. 

12. B. takes Kt (A.) 12. B. takes B. 

13. Q. takes P. la If he play K. R. to Kt sq., 

you move K. Kt to K. B. second, and if he then bring K. R. 
to K. Kt. third, you answer with Q. Kt to K. second. — 
Playing K. B. to K. Kt second sq. 

14. Q. Kt to K. second sq. 14. If Black advance K. R. P. 

two sq., you play K. Kt to K. B. second ; and if 

Q. Kt to Q. second sq. 

15. K. Kt to K. B. second sq. 15. Kt to K. B. third sq., &c 

Black's Pawn, being so far advanced, must faU. 

(A.) 

12. a takes P. 12. Q. B. attacks Q. 

13. Q. to K. B. fourth sq. 



13. R. to K. Kt sq. 

14. Kt to K. B. second sq. 14. R. to K. Kt. third sq. 

15. Kt. takes B. 15. Kt takes Kt 

16. Q. to K. B. third sq. 16. R. to K. B. third sq. 

17* GU B. interposes, and wins ; observing, that, if on the last move 
he had played Q. to K. B. third, you would also interpose B., 
and he could not take Q. P. 
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SECONDLY. 



13. K. B. P. two sq. 

14. P. takes P. 14. B. takes P. 

15. Q. B. to Q. second sq. 15. B. takes Kt ch. 

16. B. retakes B., and ought to win. 



13. Q. Kt to Q. second sq. 

14. K. Kt to K. B. second sq. 14. If he play Kt to K. B. third, 

you take B. with Kt ; if, again, he advance K. B. P. twosq., 
you take P. with P., and, on his retaking with B., play Q, B. 
to Q. second. — Lastly, if K. R. to Kt sq. 

15. Kt takes B. 15. R. takes Kt 

16. a to K. B. third sq. 16. Kt to K. B. third sq. 

17. Q. B. to K. B. fourth sq., &c. 

FOURTHLY, AND LASTLY. 

13. K. B. to Kt second sq. 

14. K. Kt to K. B. second sq. 14. K. B. P. two sq. 

15. K. P. advances. 15. Q. P. advances. 

16. K. B. to Q. third sq. 16. Q. Kt to Q. second sq. 
17* Kt takes doubled Pawn, &c. 

(note on move 9.) 

In order that this game may be complete, as an analysis of the de- 
fence in question, I subjoin the moves consequent upon 
Black's checking with Q. at move 9. 

9. Queen checks. 

10. K. to K. sq. (best). 10. If he now attack R. with Q., 

you defend R. with Kt, and then win Queen by moving K. 
B. to B. sq. a to K. R. fourth sq. 

11. K. Kt to K. B. fourth sq. 11. Q. to Q. R. fourth sq. ch. 

12. Q. B. interposes. 12. His best move is, Q. to Q. R. 

fifth, and on your then bringing out Q. Kt to R. third, he 
retreats Q. to Q. second ; you still, however, get the better 
game, by moving K. Kt to Q. fifth. Suppose Black play 
Q. to Q. Kt third sq. 

13. K. Kt to a fifth sq. 13. a takes Q. P. 

14. K. B. to a third sq. 14. Q. to a B. fourth sq. (fatal). 

15. Q. B. to K. third sq. 15. Q. to R. fourth sq. ch. 

16. a Kt P. two sq. 16. a to a R. fifth sq. 

17. B. checks K. and Q. 17. Q. takes B. 

18. Kt takes Q. B. P. checking, and then takes Q. &c 
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CHAPTER XVIII, 

THE MUZIO GAMBIT. 

We at length come to that opening which is, of all others, the most 
fertile in resource for the party playing the attack. Some time since, 
I published a new outline of the Muzio Gambit, containing stronger 
methods of conducting the assault, than any previously introduced 
in the Chess circles ♦. I proceed to give this Analysis at much 
greater length than in the *' brochure" alluded to, and with the im- 
provements consequent upon a rigid and repeated examination of the 
different Variations. 

While I must confess that I do not now consider the sacrifice of the 
Knight to be radically sound (though such was formerly my opi- 
nion), yet from the defence being so exceedingly difficult to discover 
in actual plat/t I should never fear staking the chances of victory upon 
this brilliant and impetuous attack. 

Why this opening should be called the Muzio Gambit, I am at a 
loss to tell. Salvio, in whose treatise we find the earliest mention 
of it, says, that it was indeed first shown to him by Signor Muzio, but 
that it had previously originated with Don Geronimo Cascio, playing 
casually with another player. Cascio is spoken of both by Carrera 
and Salvio, as having been highly skilled in Chess ; while we learn 
from the same authority that Muzio was but a third-rate player. 
Sarratt (generally inaccurate), in his miserably-abridged transla- 
tion of Salvio, makes the latter say that this Gambit was invented by 
Sig. Muzio ; " who commonly won it of his adversary Don Geronimo 
Cascio !" It is difficult to imagine how so extraordinary a construc- 
tion could have been put upon Salvio's words, which are as follows: — 

** bird un' altro modo di Gambitto, il quale mai fu pensatd, e per 
quanto mi venne riferitodal Signor Muzio, d'Alessandro, gentiluomo 
di molto garbo, e del giuoco molto intendente ; succed6 col Signor Don 
Geronimo Cascio, cosi gran giucatore, con un' altr6 giucatore casual- 
mente." 

FIRST GAME. 



1. K. P. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt to B. third sq. a K. Kt P. two sq. 

4. K. B. to a B. fourth sq. 4. K. Kt. P. advances. 
6. Castles. 5. P. takes Kt 

6. Q. takes P. 6. a to K. B. third sq— Preced- 
ing writers have shown that this is the best square to play 
a to. 

♦ New Variations on the Muzio Gambit, by G. Vf. ^London, 1881. 12mo. 
pp.24. 
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7. K. P. one sq. (best). 7> Q- takes K. P.— Both Sarratt 

and Lewis have proved that if Black does not take K. P. with 
Q., you get a winning game by advancing Q. P. two sq. 

a Q. P. one sq. 8. K. B. to R. third sq. 

9, Q. B. to Q. second sq. 9. K. Kt to K. second sq. 

10. Q. Kt to B. third sq. 10. Q. B. P. one sq. 

11. Q. R. to K. sq. — The foregoing moves are given as the best for 

both parties, by Sarratt* and Lewis f; Sarratt, how- 
ever, now directs White to play Kt to K. fourth ; which is a 
weak move, as Black can then get a secure position by ad- 
vancing Q. P. two sq. 

11. a to a B. fourth, ch.— The 
best square to give check upon. 

12. K. to R. sq. 12. a P. two sq. 

13. a. to K. R. fi$h sq. 13. a to a third sq. 

14. K. B. takes ^. 14. P. takes B.— Instead of this 

move it would certainly be better to play Q. to K. Kt. third 
sq., or at once to Castle. — I believe, however, that all players 
would take the Bishop, had they not previously examined the 
opening. 

15. Kt takes P. 15. If Black now play a B. to K. 

Kt. fifth, you take Kt with R. ch. ; and on his retaking with 
Q., you take Q. B.— If he play Q. B. to K. third, you take 
Q. B. with R. ; threatening, if he retake, to check K. and Q. 
with Kt — If he Castles, you take Kt with Kt ch., and on his 
moving K. to R., check again with B. ; K. B. is interposed, 
and after changing Bishops, you take Q. B. with Kt, threat- 
ening, if Black retake, to win R. 

a Kt to B. third sq. 

16. R. takes Kt ch. — ^It virill be seen that this is not so sound as 

playing Ct B. to B. third, though very few players would be 
able to defend their game against this move, if it were first 
encountered in actual play. 

16. Kt takes R. 

17. K. R. to K. sq. 17. If he move Q. to K. Kt third, 

you take Kt with R. ch., and then bring Q. to K. fifth.— If he 
move K. B. to Kt fourth, you take K. B., and on Black's 
then playing Q. B. to K. third, you move Q. B. to Kt fourth. 

IN THE FIRST PLACE. 

17. K. B. to K. B. sq. (fatal). 

18. CI.B. toKt fourth. — Better play than taking Gambit P. with B. 

18. Q. to K. Kt third sq. 

19. it to K. fifth sq. 19. If he move Q. B. to K. third, 

• Treatise on the Game of Chess, 1^ J. H. SAmtATY.-^Loml. 1821. 2 volt. 
8tw. 
t Lessons on Chess, by W. Lewis. Loh4. 1831-32. 2 volt. 8vo. 
G 
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you check with Kt at K. B. sixth, and on his going with K. 
to Q. sq., check with Q. at Q. sixth ; then, taking B. with R., 
you have a won game. 

K. B. P. one sq. 

20. Q. to Q. sixth sq. 20. If he play Q. to Kt. second, 

you take Kt with Kt. 
K. to B. second sq. 

21. R. takes Kt ch. 21. K. to Kt sq. (best). 

22. Kt takes P. ch. 22. a takes Kt 

23. a takes a 23. B. must take R. 

24. Gives Checkmate in three moves. 

IN THE SECOND PLACE. 

17. Castles. 

18. If you take Kt with Kt ch., he moves K. to R. ; and if you then 

play Kt to Q. fifth, can move Q. to K. Kt third, having the 
best of the game. — To take Kt with R. is still worse for you ; 
your best move is 
Q. B. to a Kt fourth sq. 18. Q. takes Kt 

19. Q. takes K. B. 19. If Black play B. to K. third, 

you take Kt with B., threatening to place B. at K. B. sixth. 
— Suppose your adversary to try as his 

FIRST DEFENCE. 

19. Kt to K. Kt third sq. 

20. B. takes R. 20. Kt takes B. 

21. R. to adv. K. sq. 21. a to Q. B. fourth sq. 

22. Your best play is now to force a drawn game by taking Kt with 

R., and then giving perpetual check. — If you play 
Q P. one sq. 22. Q. B. to K. B. fourth sq. 

23. If you check with Q. he interposes B. — If you take R. with R., 

he plays Q. to K. second, and you cannot take B. ; and, 
lastly, if you take Q., either before or after checking, he takes 
R. with R., and I should prefer Black's game. 

SECOND DEFENCE. 

19. Gambit P. moves. 

20. B. takes Kt 20. P. takes P. ch.— Black ought 

here to play K. R. to K. sq., which would give him a safe 
game. The accompanying moves are given, as being equally 
probable and instructive. 

21. K. toKt sq. 21. If he play B. to K. R. sixth, 

you move B. to K. B. sixth : or, if R. to K. sq., you win by 
playing R. to K. third ; lastly, if— Q. checks, 

22. R. to K. third sq. 22. R. to K. sq. 

23. Q. checks. 23. Q. interposes. 

24. B. to K. B. sixth, and Mates next move. 
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20. Q. takes Q. B. 



18. a to K. R. fourth sq. 

19. a B. to Q. Kt fourth sq. 



THIRD DEFENCE. 

19. Q. B. to K. R. sixth, (best). 

20. Kt moves, and will win. 

IN THE XHIRD PLACE. 

17. a B. to K. KL fifth sq. 

18. a B. to K. third sq. 

19. Kt attacks Q., and ought to 
win. 



SECOND GAME. 



WHITE. 



BLACK. 



1. K. P. two sq. 

2. K. B. p. two sq. 

3. K. Kt to B. third sq. 

4. K. B. to a B. fourth sq. 

5. Castles. 

6. a takes P. 

7. K. P. one sq. 

8. Q. P. one sq. 

9. Q. B. to Q. second sq. 

10. a Kt to B. third sq. 

11. a R. toK. sq. 

12. K. to R. sq. 

13. atoK.R. fifthsq. 

14. K. B. takes P. 

15. Kt takes P. 
lb*. Q. B. to B. third sq. (best). 



1. 
2. 
3. 
4. 
6. 
6. 



K. P. two sq. 

P. takes P. 

K. Kt P. two sq. 

K. Kt P. advances. 

P. takes Kt 

Q. to K. B. third sq. 

7. a takes K. P. 

8. K. B. to R. third sq. 

9. K. Kt to K. second sq. 

10. a B. p. one sq. 

11. CI. toB. fourth sq. ch. 

12. a p. two sq. 

13. Q. toQ. third sq. 

14. P. takes B. 
16. Q. Kt to B. third sq. 
16. If Black castle, you check 

with Kt-— If he withdraw R. you check with Kt. at K. B. 
sixth, and then take K. B. with Q. — If he play Q. to Q. sq. 
he is Mated in two moves. — If he play K. to B. sq. you take 
Kt with Kt, and then take R. ; as being sounder play, than 
taking Kt first with R., and then attacking Q. with B. 



FIRST DEFENCE. 



17. a takes a (B.) 

18. B. takes Rook. 

19. Kt takes Gamb. P. 

20. R. takes B. ch. 

21. Q. B. to B. third sq. 



16. a toK. Kt third sq. 

17. K. B. P. takes Q. (best). 

18. K. to B. second sq. 

19. B. takes Kt 

20. Q. B. interposes. 

21. Kt to a fourth sq.— White 



15. to B. tnird sq. 151. Kt to kl. lourm sq. — wniti 

has not a bad game, though not perhaps so strong as in (B). 

(B.) 

17. R. takes Kt chg. (best). I7. If he take R. with Kt, you 
wm, easily, by playing Q. to K. fifth. 
Q 2 
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K. to B. sq. (best). 

18. a takes a 18. K. R. P. takes a 

19. R. to Q. B. seventh. 19. If your antagonist now play 

K. B. to Kt second, you take Gambit P. with Kt, and have a 
good game. 

a B. to K. third sq. (C.) 

20. Kt fakes G. P. (D.) 20. B. takes KL 

21. R. takes B. 21. R. to K. R. fourth sq. 

22. R. takes Q. Kt P. and the game is at least equal, ibr three 

Pawns are equivalent to the Kt — Observe, that if he were 
now to take GU R. P.} you would win by pushing Q. Kt P. 
one sq. 

(C.) 

19. K. R. moves. 

20. Kt to K. B. sixth sq. 20. R. to K. Kt second sq. 

21. R. takes Q. Kt, and if he retake R., Mates cum B. 

(D.) 

20. B. takes R. 20. B. takes Kt 

21. R. takes Q. Kt P., and you have the advantage in posidon, and 

equality in force ; a Rook and two Pawns being worth two 
minor pieces. 

«&COND DEFENCE. 

16. Q. B. attacks Q. 

17. a takes a B. 17- If Black take Kt with O, 

you take R. ; and as the Gambit P. will rndst probably fidl, I 
would take White's game for choice. 

R. to K. B. sq. 

18. R. takes Kt ch. la Kt takes R. 

19. R. to K. sq. 19. a takes Kt 

20. B. to K. B. sixth sq. 20. Q. to Q. 6. fourth, or a third. 

— If he had interposed Q. at K. third, you would take Q. 
with R., and then win B. by a divergent Check. 

21. R. takes Kt ch. 21. a takes R. 

22. B. takes a 22. K. takes B. 

23. Q. to K. R fourth sq. chg. 23. K. to Q. second sq. 

24. a takes B. 24. Q. R. to K. sq. 

25. K. R. P. two sq., with a fine game. 

THIRD DEFENCE. 

16. K. to a sq. 

17. Kt takes Kt 1 7- I^ Kt take Kt, you capture R. 

withB. 

FIRSTLY. 

17. R. to K. sq. 
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la Kt takes Kt. ch. 18. a takes Kt (best). (E.) 

19. Q. to K. R. fourth sq. ch. 19. K. to O. second, to save K. B. 

20. R. takes R. 20. K. takes R. 

21. Rook checks. 21. a B. interposes. 

22. Q. takes K. B., and ought to win. 

(E.) 





18. P. takes KL 


19. B. to a R. fourth sq. ch. 


19. K. to a second sq. 


20. R. takes R. 


20. K. takes R. 


21. R. checks. 


21. Black ought to interpose a 




B.; but if 




K. to B. sq. 



22. B. to Q. Kt fourth, and the game is " vinto di sua natura." 

8EC0NDI.Y. 

17> R. to K. B. sq. 
la Et» takes Kt ch. 18. a takes Kt 

19. Q. to K. R. fourth sq. ch. 19. K. to Q. B. second sq. 

20. Q. to K. seventh sq. ch. 20. To preventperpetual check, he 

interposes Q. B. 

21. B. to K. fifth sq. ch. 21. K. to B. sq. (G.) 

22. B. takes Gambit P., and has the better position ; observing, that 

if Black play R. to K. sq., you take P. with Q. 

(G.) 

21. K. to Kt third sq. 
22. a to Kt fourth sq. ch. 22. K. to R. third sq. 

2S. Q. to R. third sq. ch. 23. Q. interposes. 

24. Q. to Q. sixth, ch., and draws the gamei for, unless he interpose 

Q., he must lose K. B. ; and on his interposing Q., you repeat 

the check, &c. 

FOURTH DEFENCE. 

16. Q. B. to Q. second sq. 

17. White may now check with Kt at K. B. sixth, and then take B. 

with Q. ; or 
Kt Ukes Kt 17. Kt takes Kt 

18. B. takes R. 18. Castles. 

19* Q. takes K* B. P., and White's game is not inferior to his friend's. 

THIRD GAME. 

WHITE. BLACK. 

1. K.P. twosq. 1. K.P.twosq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt to B. third sq. 3. K. Kt P. two sq. 

4. K. B. to Q. B. fourth sq. 4. K. Kt P. advances. 
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5. Castles. 5. P. takes Kt. 

6. a takes P. 6. Q. to K. B. third sq. 

7. K. P. one sq. 7. a takes K. P. 

8. a P. one sq. 8. K. B. to R. third sq. 

9. Q. B. to Q. second sq. 9. K. Kt to K. second sq. 

10. a Kt to B. third sq. 10. Q. B. P. one sq. 

11. Q. R. to K. sq. 11. a to Q. B. fourth sq. ch. 

12. K. to R. sq. 12. Q. P. two sq. 

13. a to K. R. fifth sq. 13. a to a third sq. 

14. Kt to K. fourth sq. 14. P. takes Kt— It would be 

sounder play to move Q. to K. Kt. third sq., but it is pre- 
sumed that most players would take the Kt, who had not 
previously studied the position. 

15. K. B. takes K. B. P. ch. 15. K. to Q. sq. 

16. P. takes P. (best).— If Black play K. to Q. B. second, you move 

Q. B. to B. third, attacking R., and threatening to play the 
B. to K. fifth. — If Black advance Gambit P., you may, at 
once, take K. B. with Q. B. ; and if, instead, he play Q. to K. 
B. third, you win by moving Q. B. to Q. B. third.— If he re- 
treat K. B. to K. Kt second, you check with Q. B., compelling 
him to interpose Q. Kt P. ; you then play Q. R. to Q. sq. 
and on his answering with Kt. to Q. fourth, you take Kt. with 
B., and ought to win. — The only remaining moves worth 
looking at, are 

FIRST DEFENCE. 

16. Q. Kt to Q. second sq. 

17. K. P. one sq. 17. Q. takes a B. 

18. a takes K. B. 18. If he now move Kt to K. B. 

fourth, you check, and take Kt with Q. ; and if, instead, he 
take Q. B. P. with Q., or move her to Q. Kt fourth, you ob- 
tain a formidable attack, by playing Q. to K. Kt seventh, and 
advancing K. P. 

SECOND DEFENCE. ^ 

16. Q. B. to Q. second sq. 

17. K. P. one sq. 17. Q. takes B. 

18. Q. takes B. — In this situation, I am of opinion, that White has 

sufficient advantage to win the game. It is true, that you are 
minus two pieces ; but let Black play as he will, you recover 
one of them immediately ; and some of your opponent's pieces 
might just as well be off the board, as in their present confined 
range of action. — At some future opportunity I shall return to 
the examination of this position, and give the Variations upon 
it, at the length they are so well entitled to. 
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FOURTH GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt to B. third sq. 3. K. Kt P. two sq. 

4. K. B. to a B. fourth sq. 4. K. Kt P. advances. 

5. Castles. 5. P. takes Kt 

6. a takes P. 6. Q. to K. B. third sq. 

7. K. P. one sq. 7- Q- takes K. P. 

8. Q. Kt P. one sq. — For this new and scientific method of play- 

ing the attack, I am indebted to A. McD******, Esq., one of 
the most skilf\il players of the day, and probably second to 
none other in Europe. — If Black play K. B. to K. second, or 
K. Kt second, you bring out Q. Kt. and then play Q. B. to 
R. third. — If he check with B. you retire K. to corner. The 
remaining principal modes of defence we will look at in se- 
parate games. 8. Q. takes R. (bad). 

9. Q. Kt to B. third sq. 9. K. B. checks, (best). 

10. K. to corner. 10. K. Kt toK. second sq. (best). 

11. Q. takes P. — This appears to be rather stronger than Q. P. two ; 

(see fifth game). 1 1. R. to K. B. sq. — I cannot find 

that Black would gain anything by advancing Q. P. two. 

12. K. B. takes P. chg. 12. K. to Q. 

13. a P. two sq. 13. a takes Kt (A.) 

14. Q. to K. R. sixth sq. 

FIRST DEFENCE. 

14. Kt to K. B. fourth sq.— If he 
had moved Kt. home, you would Mate in three moves. — If, 
again, he take K. B. with R., you Mate in two moves. 

15. B. checks. 15. B. interposes. 

16. Q. takes R. — Checkmate. 

SECOND DEFENCE. 

14. If he play Q. P. one, he is 
Mated in two, and playing Q. P. two sq., in three moves. 
Q. B. P. one sq. 

15. Q. takes R. ch. 15. K. to Q. B. second sq. 

16. P. takes K. B. 16. Q. retakes P. 

17. B. checks, and on his moving K., wins by playing R. to K. sq. 

THIRD DEFENCE. 

14. R. to K. sq. 

15. P. takes B. 15. Q. to K. R. sq. 

16. B. takes R. 

IN THE FIRST PLACE. 

16. Q. takes B. 



y Google 



88 WALKER ON CHES9. 

17. R. to K. B. eighth sq. 17- Q. P- one sq. 

18. Q. B. to B. fourth sq. 18. B. to Q. second sq. 

19. P. takes P. 19. P. takes P. 

20. B. takes P. 20. a Kt to B. third sq. 

21. R. takes a* ch., and on his taking R. with B., yon take K. R. P. 

with Q.> &c 

IN THE SECOND PLACE. 

16. K. takes B. 

17. Q. to K. R. fifth sq. ch. 17. K. to Q. sq. 

18< B. to R. sixth sq. 18. a P. one sq. 

19. R. checks. 19. Q. takes R. 

20. B. takes a 20. a Kt to B. third sq. 

21. Q. takes R. P. 21. Q. B. to K. third sq. 

22. K. R. P. two sq. 22. K. to a second sq. 

23. Q. to K. Kt seventh aq. ; then advances K. R. P., and ought to 

win the game. 

FOmftTH DEFENCE. 

14 K. R. to R. sq. 

15. P. takes B. 15. If he take P. with Q., you win 

by playing Q. to K. Kt seventh. — If he move Q. to K. fourth, 
you answer with Q. B. to B. fourth, and then pin Kt, if he 
return with a to Q. B. sixth. 

IN THE FIRST PLACE. 

15. Q. Kt to B. third sq. 

16. K. B. to R. fifth sq. 16. a P. one sq. 

17. P. takes P. 17. P. takes P. 

18. Q. takes P. ch., and ought to win. 

IN THE SECOND PLACE. 

15. Q. p. one sq. (or two). 

16. P. takes P. 16. P. takes P. 

17. Q. takes P. ch. I7. B. interposes. 

18. B. to Kt fifth sq.| with a winning game. 

IN THE THIRD PLACE. 

15. a B. P. one sq. 

16. a B. to K. B. fourth sq. 16. If he remove Kt, you check 

with Q., &C.— If he play Q. Kt to R. third, you place B. at 
Q. sixth, and if he then take P. with Kt, you win immediately 
by moving ato K. Kt fifth. a takes P. 

17. Q. to Kt seventh sq. 17. Q. P. one sq. (If) 

18. Q. takes R. ch. 18. K. to B. second sq. 

19. R. to a sq. 19. Kt to Q. fourth sq. 

20. a B. to Kt fifth sq. 20. a Kt P. two sq. 
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21. a B. P. two sq. 21. K. Kt to a Kt third. 

22. B. to K. soTenth sq., secure of victory. 

FIFTH DEFENCE. 

14. Kt. toK. Kt third sq. 

15. Q. B. checks. 15. B. interposes. . 

16. B. takes B. ch. 16. K. takes B. 

17. Q. to Kt fifth sq. ch. 17. K. to O* third sq. 

18. Q. gives Checkmate. 

(A.) 

13. Kt to K. Kt third sq.^If he 
retreat K. B., you win by moving Q. to K. B. third. 

14. a to K. B. third sq. 14. If he move K. B. to K. second, 

you play Ct B. to K. R. sixth, and if Black then take R. with 
Q., you take Q. with Q. R. takes B. 

15. Q. takes R. and wins, for if he take Q. Kt with Q., you Mate 

in three moves. 



FIFTH 


GAME. 


WHITE. 


BLACK. 


1. K. p. two sq. 


1. K.P. twosq. 


2. K. B. P. two sq. 


2. P. takes P. 


3. K. Kt to B. third sq. 


3. K. Kt P. two sq. 


4. K. B. to a B. fourth sq. 


4. K. Kt P. advances. 


5. Castles. 


5. P. takes Kt 


6. a takes P. 


6. a to K. B. third sq. 


7. K. P. one sq. 


7. a takes K. P. 


8. a Kt P. one sq. 


8. a takes R. (bad). 


9. a Kt. to B. third sq. 


9. K. B. checks, (best). 


[0. K. to corner. 


10. K. Kt to K. second sq. 


11. aP.twosq. 




FIRST DEFENCE. 



11. K. B. to a third sq. (bad). 

12. a B. takes P. 12. If he move a to your Q. Kt 

second, you return with Q. B. to Q. B. sq., threatening to 
Mate in three moves. Q. takes R. 

13. a takes Q. 13. B. takes B. 

14. Q. takes B. 14. If he Castle, you check at K. 

Kt fifth, and on his interposing Kt, advance Kt to K. fourth. 
K. R. to K. B. sq. 

15. Q. takes Q. B. P. 15. If he play Q. Kt to B. third, 

you advance Kt to K. fourth. — K. B. P. two sq. 

16. Q. Kt to Q. Kt fifth sq. 16. K. R. to K. B. third sq. 
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17. a to K. fifth sq. 17. K. R. to B. sq. 

18. Kt. checks at Q. B. seventh, and then takes Q. R., having a won 

game. 

SECOND DEFENCE. 

11. K. B. takes P. (best). 

12. If you take the Oamb. P. with Q., his best move is to take Q. B. 

with Q. ; after which your attack is worthlessj if Black know 
the correct moves. 
K. B. takes B. P. ch. 12. K. to a (best). 

13. Q. B. to Q. second sq. 13. Q. takes R. ch. 

14. Q. takes Q., and I prefer White's game. 





SIXTH GAME. 




WHITE. 


BLACK. 


1. 


K. P. two sq. 


1. K. P. two sq. 


2. 


K. B. P. two sq. 


2. P. takes P. 


a 


K. Kt to B. third sq. 


3. K. Kt. P. two sq. 


4. 


K. B. to Q. B. fourth sq. 


4. K. Kt P. advances. 


6. 


Castles. 


6. P. takes Kt 


6. 


a takes P. 


6. a to K. B. third sq. 


7. 


K. P. one sq. 


7. a takes K. P. 


8. 


Q. Kt. P. one sq. 


8. a P. two sq. 


9. 


K. B. takes P. 


9. If he check, you move K. to 




corner.— If he attack Q. with Q. B., you take a B. with O., 




and if he then take R., 


Mate in six moves. 

a B. P. one sq. 


10. 


a B. to Q. Kt second sq. 


No. 1. 

10. a takes K. B. 


11. 


Q. to K. second sq. ch. 


11. Q. to K. third sq. 



12. Q. to K. B. second sq. 

FIRST DEFENCE. 

12. K. Kt. to K. second sq. 

13. B. takes R. 13. K. B. to K. R. third sq. 

14. Q. Kt to B. third ; then plays Q. R. to K. sq., and at the proper 

time, Kt to K. fourth, having a fine position. 

SECOND DEFENCE. 

12. K. B. P. one sq. 

13. R. to K. sq. 13. a takes R. ch. 

14. d. takes Q. ch., and ought, I think, to win ; for, although Black 

has three pieces for the Queen, diey are not in good play. 
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THIRD DEFENCE. 

12. K. Kt. to B. third sq. 

13. R. to K. sq. 13. Kt to K. fifth sq. 

14. a to K. B. third sq. 14. B. checks. 

15. K. to B. sq., with a strong position. 

No. 2. 

10. a takes a B. 

11. K. B. takes K. B. P. ch. 11. If he play K. to a sq., you 

bring outQ. Kt to B. third; and if he then take Q. B. P. 
with Q., take Gamb. P. with Q.— Black then plays Q. B. to 
Q. second sq., and you move Q. to K. fifth, having the better 
game, from the great power of your situation. 
K. takes B. 

12. You may now at once take P. ch., for if he interpose Q. you win 

her on the move, and if he interpose Kt or play anything 
else, you bring out Q. Kt — Or you may play now 
Q. Kt to B. third sq. 12. If Black play B. to K. R. 

third, you check at K. R. fifth. 

Q. takes Q. B. P. 

13. Q. takes P. ch. 13. O. B. covers, for if he inter- 

pose Q. she is lost directly. 

14. Q. R. to K. sq. 14 If he check with B., you move 

K. to corner. 
K. Kt to K. second sq. 

15. Kt to K. fourth sq. 15. Q. Kt to Q. second sq. 

16. Kt checks at Q. sixth, and 1 prefer yourgame* 

SEVENTH GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. p. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt to B. third sq. 3. K. Kt P. two sq. 

4. K. B. to a B. fourth sq. 4. K. Kt. P. advances. 

5. Castles. 5. P. takes Kt. 

6. Q. takes P. 6. a to K. B. third sq. 

7. K. P. one sq. 7- Q- takes K. P. 

8. Q. Kt P. one sq. 8. Q. Kt to B. third sq. (best). 

9. It would be giving up too much, to play Q. B. to Q. Kt. second. 
Q. Kt to B. third sq. 9. Q. Kt to Q. fifth sq. 

10. a to K. B. second sq. 10. K. B. to a B. fourth sq. 

11. K. to corner. 11. Kt to K. third sq. 

12. Q. to K. B. third sq. — The defence, as played in this game, I 

consider to be the best yet discovered; Black must be careful, 
however, in playing his next move. White has still a good 
attack, but I fear not enough to compensate for the sacrifice 
made to obtain it 
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EIGHTH GAME. 


WHITE. 


BLACK. 


1. K. P. two sq. 


1. K. P. twosq. 


2. K. B. P. twosq. 


2. P. takes P. 


3. K. Kt. to B. third sq. 


a K. Kt P. two sq. 


4. K. B. to a B. fourth sq. 


4. K. Kt P. advances. 


5. Castles. 


6. P. takes Kt 


6. a takes P. 


6. Q. to K.B. third sq. 


7. K. P. one sq. 


7. a takes K. P. 


8. Q. Kt P. one sq. 


& a Kt to B. third sq. 


9. a Kt. to B. third sq. 


9. Q. Kt to Q. fifth sq. 


10. a to K. B. second sq. 


10. Kt takes 0. B, P. 


11. k. to corner. 





IN THE FIRST PLAGE. 

11. K. B. to K. second sq. 

12. a P. two sq. 12. Kt takes P. 

13. a B. takes P. 13. Q. to K. Kt second sq, 

14. Q. B. takes Q. B. P. with the better game. 

IN THE SECOND PLACE. 

11. a to a fifth sq. 

12. Q. to K. second iq. ch« 

FIRST DEFENCE. 

12. K. B. interposes. — If he inter* 

pose Kt, he loses sooner. 

13. Q. B. to Q. Kt second sq. 13. Kt takes R. 

14. B. takes Q. Kt — For the sake of variety , you may here occa- 

sionally risk another move. 14. Q. to K. Kt second sq. 

15. Kt to a fifth sq. 15. K. 6. P. one sq. 

16. R. takes P., and ought to win. 

SECOND DEFENCE. 

12. K. to a sq. 

13. a B. to Kt second sq. 13. Kt takes R. 

14. B. takes Kt 1 4. a to K. Kt second sq. 

15. Kt to a fifth sq. 15. K. B. P. one sq. 

16. R. takes P. 16. K. B. to K. second sq. 

17. Kt takes B. 17- Kt takes Kt (A.) 
la a B. takes P. 18. O. to K. B. sq. 

19. CI. to K. fifth sq. 19. If Black move Q. P. one sq., 

you take Kt with B« — If he play Q. B. P. one sq., you 
take R. K. R. to K. Kt sq. 

2a a B. to K* R, fourth sq. 20. If he move a to K. Kt se- 

coi)d| you take Q* with Q. 
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Q. to K. sq. 

21. R. to K. B. seventh sq. 31. Q. P. one sq. 

22. 6. takes Kt. ch. 22. K. to a second sq. 

23. K. B. checks at Kt fifth, and on his interposing Q. B. P., Check- 

msLtoB mtb'Queen, taking Q. P. 

(A.) 
17. a takes Kl 

18. R. to K. fourth sq. 18. a to K. B. sq. 

19. B. takes Kt 19. R. takes B. 

20. R. to adv. K. sq. ch. 20. a takes R. 

21. Oives Checkmate in two moves. 



NINTH GAME. 



WHITE. 



1. K. P. two sq. 

2. K. B. P. two sq. 

a K. Kt to B. third sq. 

4. K. B. to Q. B. fourth sq. 

5. Castles. 

6. Q. takes P. 

7. K. P. one sq. 

8. Q. Kt P. one sq. 

9. Q., Kt to B. third sq. 

10. Q. to K. B. second sq. 

11. K.to corner. 

12. Q. P. two sq. 

13. a takes Kt 

14. ^. B. takes P. 

15. Q. to K.. tomih sq. ch. 



1. K. P. two sq. 

2. P. takes P. 

3. K. Kt P. two sq. 

4. K. Kt P. advances. 

5. P. takes Kt 

6. Q. to K. B. third sq. 

7. Q. takes K. P. 

8. a Kt. to B. third sq. 

9. a Kt to a fifth sq. 

10. Kt takes Q. B. P. 

11. K. B. to a B. fourth sq. 

12. K. B. takes a P. 

13. K. B. takes Kt 

14. ^ to K. Kt second sq. 



FIE8T DEFENCE. 

15. Kt interposes. 
1^. a R. to O. B. sq. 16. K. B. to K. B. third. 

17. Q. B. takes Q. B. P., and has the better game; observingi that 
if Black ^ould Castle, White plays Ct B. to Q. sixth. 



SECOND DEFENCE. 



16. a R. to K. sq. 

17. R. takes B. 



15. K. to K. B. sq. 

16. B. takes R. 



TN THE FIRST PLACE. 



18. Q. takes Kt ch. 

19. dueen checks. 



17. Kt to K. second sq. 

18. K. toKtsq. 

19. Q. interposes. 
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20. a takes a ch. 20. K. takes a 

21. Q. B. to K. R. sixth, ch., and Mates next move. 

IN THE SECOND PLACE. 

17. K. Kt to B. third sq. 

18. Q. to K. seventh sq. ch. 18. K. to Kt. sq. 

19. Q. B. to K. R. sixth, having a won game. 

IN THE THIRD PLACE. 

17. Q. to K. Kt third sq. 

18. Q. to K. fifth sq. 18. If Black play K. Kt. to B. 

third, you check with Q. B. at K. R. sixth, and, on his taking 
B. with Q., give Checkmate in two moves. 

K. B. P. one sq. 

19. Q. B. ch. at K. R. sixth. 19. a takes a B. 

20. Gives Mate in two moves. 

THIRD DEFENCE. 

15. K. to Q. sq. 

16. Q. R. to K. sq. 16. B. takes R. 

17. R. takes B. 17- Q. to K. B. sq. 

18. a to K. fifth sq. 18. a P. one sq. 

19. a takes R. 19. Q. B. to K. third. (A.) (B.) 

20. Q. B. to R. sixth sq. 

IN THE FIRST PLACE. 

20. a to K. sq. 

21. a B. checks. 21. If he interpose Kt at K. 

second, you win a piece by moving Q. to K. B. sixth sq. — If 
he play K. to Q. B. sq. you take K^ R. P. with Q. 

K. to a second.— (If ) 

22. a takes K. R. P. 22. If Black play Kt to K. second, 

you change Bishops, and move R. first to K. B. sq., and then 
to K. B. seventh. — If he play K. to Q. B. third, you change 
Bishops, and then check with R. at Q. B. sq. 
K. to a B. sq. 

23. a to K. B. fifth sq. 23. If he move Kt to K. second, 

you would win by taking B. with B. chg. 

K. to Q. second sq. 

24. Q. to Q. Kt fifth sq. ch. 24. P. interposes. 

25. a takes Q. Kt P.— Mate. 

IN THE SECOND PLACE. 

20. a takes a B. 

21. a takes Kt ch. 21. K. to Q. second sq. 

22. Q. takes Q. R., and ought to win. 
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(A.) 




19. 


Q. B. to Q. second sq. 


20. Q. B. to K. R. sixth sq. 20. 


Q. takes a B.. 


21. a takesKtch. 21. 


Q. interposes. 


22. a takes Q. ch. 22. 


B. interposes. 


23. Q. takes Q. B.— Checkmate. 





(B.) 

19. a B. p. one sq. 

20. a takes R. P. (best). 20. If Black move K. to Q. B. 

second, or Q. second, you win by placing R. at Q. sq. — If he 
move Q,. B. to Q. second, you take Ct P. with Q. B., and then 
take Kt, and afterwards R., with Q. — If, again, he play Q. 
B. to K. third, you take B. with B., and on his retaking with 
P., you take Q. P. with B., afterwards capturing Kt and R. 
with Q. 

Q. P. one sq. 

21. Q. to K. R. fourth sq. ch. 21. If he interpose Kt at K. se- 

cond, you may at once take it with R., and on his then play- 
ing K. B. P. one sq., move Q. B. to Q. sixth, which would 
give you the game. 

FIRST DEFENCE. 

21. K. to Q. second sq. 

22. K. B. to a third sq. 22. Kt. to K. second.— If Black 

had advanced B. P. two sq., you ought to check with Q. at K. 
R. seventh. 

23. Q. to K. B. sixth sq. 23. K. to K. sq. 

24. Q. B. to K. R. sixth, and White wins the game. 

SECOND DEFENCE. 

21. K. B. P. one sq. 

22. Q. to K. R. seventh sq. 22. a B. to a second sq. 

23. K. B. to a third sq. 23. If Black play K. B. P. one sq., 

you take it with K. B. ; and if, instead, he play Kt to K. se- 
cond, you place B. at Q. sixth. 

K. to Q. B. sq. 
24 K. B. to K. B. fifth sq. 24. a to Q. sq.— If he had played 

Kt to K. second, you should take it with R. 

25. B. takes B. ch. 25. Q. takes B. 

26. Rook ch. 26. a takes R. 

27. Queen gives Checkmate. 

TENTH GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. The same. 
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2. K. B. P. two sq. 2. P. takes P. 

a K. Kt. to B. third sq. 3, K. Kt P. two sq. 

4. K. B. to a B. fourth sq. 4. K. Kt P. advances. 

5. Castles. 6. P. takes Kt 

6. a takes P. 6. a to K. B. third sq. 

7. K. P. advances. 7- Q- takes K. P. 

a a P. one sq. 8. K. B. to R. third sq. 

9. Q. B. to Q. second sq. 9. K. Kt to K. second sq. 

10. a Kt. to B. third sq.— If you play Q. B. to Q. B. third, Black 

checks with Q. at Q. B. fourth sq., and then moves K. B« to 
Kt sq. 

10. Q. Kt to B. third sq. 

11. Q. R. attacks Q, 11. a to Q. B. fourth sq. ch. 

12. The best play for you, is to move K. to comer, after which I pre- 

fer your game. Black's tenth move is frequently adopted ; I 
do not like it, but the variations springing from it are too 
many for our present consideration. With an inferior player 
you may attempt the following : 
Q. B. to K. third sq. 12. P. takes B. (best). 

la Q. to K. B. sixth sq. 13. If Black push K. P.^ discoYer- 

ing check, you interpose R., and get a fine game. 
R. to K. B. sq. 

1 4. Q. takes B. — Supposing the best moves to be played, I think that 
from this position Black ought to win. — I cannot quit the 
Muzio Gambit without observing that there are twenty other 
ways of modelling the attack, all inferior, for many of which 
I refer you to previous writers. One of them consists in 
White's pushing Q. P. two sq. at the sixth move, instead of 
immediately taking the P. I cannot think this move worthy 
of much attention, as it is so completely and directly broken 
up by Black's also pushing Q. P. two sq. — Many of the best 
concerted attacks in various Openings might be frustrated by 
the timely sacrifice of the Q. P., particularly in receiving the 
odds of a piece. 



CHAPTER XIX. 

THE CUNNINGHAM GAMBIT. 

This opening is called by Bertin * the Three Pawns Gambit, but is 
generally known as the Cunningham Gambit, from its being sup- 
posed to have originated with the celebrated English Chess player of 
that name. 

* The noUe game of Chess, by Capt. Bebtxv. Lond. 1735. 12mo. 
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FIRST GAME. 



1. K. P. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt. to B. third sq. 3. K. B. to K. second sq. (bad). 

4. K. B. to a B. fourth sq. 4. B. checks. 

5.' Your soundest play, as will be seen, is to move K. to B. sq., as 
advised by Philidor ; by giving up the Pawns, you get an im- 
mense attack, but not sufficient to force the game. 
K. Kt. P. one sq. 5. P. takes P. 

6. Castles. — Ponziani has shown that the defence ought to win, 

even if you could Castle as in Italy ; i. e. with K. to R. sq., by 
which you would gain a move. 

6. P. takes P. ch. 

7. K. to R. sq. 

FIRST DEFENCE. 

7« K. B. to K. second sq. (bad). 

8. K. B. takes K. B. P. ch. 8. If he take B., you check with 
Kt. at K. fifth, and on his playing K. to K. third, check with 
Q,. at K. Kt fourth ;-~Black takes the Kt, and you Mate in 



two moves. 




K. to K. B. sq. 


9. Kt to K. fifth sq. 


9. 


K. Kt to B. third sq. 


10. K. B. to a Kt third sq. 


10. 


Q. to K. sq. 


11. Kt to K. B. seventh sq. 


11. 


Rook to Kt sq. 


12. K. P. advances. 


12. 


Q. P. two sq. 



13. P. takes Kt, and you have a winning game. 

SECOND DEFENCE. 

7. Q. p. two sq. (best). 
8» K. B. takes P. 8. Black has now two moves, 

which both lead to a safe defence ; he may either move out 
K. Kt to B. third, or play Q. B. to K. R. sixth ; in either 
case, the<x)nsequent variations are interminable. 

SECOND GAME. 

WHITE. BLACK* 

1. K. P. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt to B. third sq. 3. K. B. to K. second sq. 

4. K. B. to Q. B. fourth sq. 4. K. B. checks. 

5. K. to B. sq. (best). 5. Black is now certain of losing 

the Gambit P., through the position of his K. B. ; if he move 
up K. Kt P., you at once take B. with Kt ; if, again, he play 
K. Kt to R. third, you move Q. P. two sq. ; Black then, per- 
H 
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haps, advances Kt to K. Kt fifth, and you answer with Q. to 
K. second ; for if he attack K. R. with Kt, by proper play, 
you get two pieces for the Rook. — Lastly, playing 

K. B. to Kt fourth sq. 

6. Q. P. two sq. 6. Q. P. onesq. 

7. Kt takes B. 7* 0- takes Kt 

8. Q. to K. B. third sq. ; recovers P., with a fine game ; observing, 

that if he attack Q. with B., you may play Q. to Q. Kt third. 

CHAPTER XX. 

THE SALVIO GAMBIT. 

This Gambit, or, more properly speaking, defence against the Gam- 
bit, is first found in Dr. Salvio's interesting work *. It turns upon 
the second player's leaving his K. B. P. en prise, at Move 6, and 
bringing out K. Kt — It is an excellent opening to play, either in re- 
ceiving odds, or with a slightly inferior player, but if properly 
opposed, not so radically strong as advancing the Gamb. P. at Move 6. 





WHITE, 


BLACK. 


1. 


K. P. two sq. 


1. The same. 


2. 


K. B. P. two sq. 


2. P. takes P. 


3. 


K. Kt to B. third sq. 


3. K. Kt P. two sq. 


4. 


K. B. to a B. fourth sq. 


4. K. Kt P. advances. 


5. 


Kt to K. fifth sq. 


6. Q. checks. 


6. 


K. to B. sq. 


6. K; Kt to B. third sq. 



7. Your correct move is Q. to K. sq., as in the Variation, for it will 
be proved that you cannot well take K. B. P.-^If you take 
K. B. P. with Kt, Black pushes up Q. P. two sq., and wins 
two pieces for the Rook; and if 
K. B. takes P. ch. 7« K. to K. second. — Salvio di- 

rects K. to be moved to Q. sq. ; but Philidor improves on the 
move by playing it thus f . 
& K. B. to a Kt third sq. 8. a P. attacks Kt 

9. K. Kt to a third sq. 9. K. Kt to R. fourth sq. 

10. a to K. sq. 10. K. Kt P. advances. 

11. K. to Kt sq. II. K. B. to Kt second sq. 

12. a B. P. one sq. 12. Q. to K. Kt fourth sq. 

Black has decidedly the better situation. 

YARIAVrON. 

7. Q. tp K. sq. (best). 7. a takes a ch. (best). 

« II Puttinoj ossia 11 Cavaliero errante sopra el Giuoco de Scacehi, ed il 
Tratto del Invenzione et arte liberate di Scacchi. Napoli, 1604, &c. 4to. 

i See, The celelnrated Analysis of Chess, translated from the French 
of A. D. Philidor, with notes and considerable additions, including fifty -six 
new Chess Problems, displayed on diagrams. By Gioaos Walkui. £o»- 
don, \m, royal 18mo. ' ' ^ 



y Google 



WALKER ON CHESS. 99 

8. K. takes Q. 8. K. Kt takes K. P. 

9. K. B. takes P. ch. 9. K. to K. second sq. 

10. K. B. to K. R. fifth sq. (A.) 10. If he advance Gamb. P., you 

push K. Kt P. one sq., and will eventually recover the lost 
Pawn with a better game. 

K. Kt P. moves. 

11. K. R. P. one sq. 11. a P. one sq. 

12. Kt to a third sq. 12. K. B. to K. R. third sq. 

13. a Ktto B. third sq. 13. Kt takes Kt 

14. a P. takes Kt 14. K. R. to K. B. sq. 

16. K. R. to K. B. sq. 16. a B. to K. B. fourth sq. 

16. Kt takes P. 16. B. takes Kt 

17* B. takes B. and wins a P., for if he take P. with B., he loses the 
Rook. 

(A.) 

10. K. B. to a Kt third sq. 10. K. Kt to K. B. third sq. 

11. Q. P. two sq. 11. Q. P. attacks Kt. 

12. Kt retreats to Q. third sq., and on Black's advancing Gamb. P., 

you change Pawi^s, and move K. up to B. second. — The game 
is then perfectly even, for he cannot maintain the advanced 
Pawn. 

CHAPTER XXI. 

THE BISHOPS GAMBIT. 

I HAVE given the Bishop's Gambit at some length, as an opening 
which has hitherto been comparatively neglected ; and in which the 
strongest methods of attack have never before been developed. After 
devoting considerable time to the examination of this interesting 
game, I give it as my opinion that the first player risks nothing in 
adopting it ; for that let Black play as he will, you ought either to 
recover the Gambit P., or a position more than equivalent for the loss 
of it 

FIRST GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K, P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. B. to a B. fourth sq. 3. K. Kt. P. two sq. (bad). 

4 K. R. P. two sq. (best). 4. If Black play K. B. P. one sq., 

you give Mate in five moves. — If he take P. with P., you 
move Q. P. two sq., or Q. to K. R. fifth. — If he advance K. 
Kt P. you play Q. P. two sq.— If Black move K . B. to K. 
second, you may take P. with P., and then play K. Kt to B. 
third, and if, instead, he play K. B. to R. third, you answer 
with Q. to K. R. fifth. 

h2 
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FIRST DEFENCE. 

K. B. to Kt second sq. 

5. Q. P. two sq. 6. K. R. P. one sq. 

6. P. takes P. & P. takes P. 

7. R. takes R. 7- B. takes R. 

8. a to K. R. fifth sq. & a to K. B. third sq. 

9. K. P. attacks Q. 9. a to K. Kt. second sq. 
10. K. Kt to R. third sq., and White has the better game. 

SECOND DEFENCE. 

4. K. R. P. two sq. 

5. P. takes P. 5. a takes P. 

6. K. Kt to B. third sq. 6. If a check, you move K. to 

B. sq., and if, instead, he retreat Q. to K. second, you play 
Q. Kt. to B. third. 

Q. takes Kt P. 

7. R. to Kt sq. 7- Q. to K. R. sixth sq. 
a K. B. takes P. ch. 8. K. to Q. sq. 

9. B. takes Kt, and ought to win the game. 

SECOND GAME. 



1. K. P. two sq. 1. ^. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. B. to a B. fourth sq. 3. K. B. P. two sq.— This move 

is recommended as the best by Sarratt and Philidor, but will 
be proved faulty. 

4. Q. Kt. to B. third sq. (best). 4. If Black take P. with P., you 

check with Q. — If he play K. Kt to B. third sq., you advance 
K. P., and on his playing Kt to his K. fifth, or Kt. fifth, you 
nvDve K. Kt to B. third, and get a fine game. 
Q. checks. 

6. K. to B. sq. 5. K. Kt to B. third sq. 

6. K. Kt to B. third sq. 6. a to K. R. fourth sq. 

7- K. P. advances. 

IN THE FIRST PLAGE. 

7. Kt to K. fifth sq. 

8. O. Kt to Q. fifth sq. 8. If he play K. to Q. sq., you 

take Gambit P. with Kt 
Kt to Kt sixth sq. ch. 

9. K. to Kt sq. 9. Kt takes R. 

10. Kt takes a B. P. ch. 10. K. to a sq. 

11. Kt takes a R. 11. K. Kt to Kt sixth sq. 

12. P. takes Kt 12. P. takes P. 
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13. Q. P. two sq. la K. B. to K. second sq 

14. a B. to K. B. fourth sq. 14. If he move K.B. to R. fifUi,you 

play K. Kt to Kt fifth. 
Q. to K. Kt fifth tq. 

15. Kt to K. Kt fifth sq. 15. a takes Q. B. 

16. Kt to K. B. seventh sq. ch. 16. K. to K. sq. 

17. Q. to Q. third sq. 17. K. B. to Q. sq. 

18. K. Kt checks. 18. K. to B. sq. 

19. R. attacks Q. 19. a to K. R. fiftii sq; 

20. Kt or R. takes K. B. P., and the g^me is won. 

IN THE SECOND PLACE. 

7. Kt. toK. Kt fifth sq. 
& Q. P. two sq. 8. If he move K. Kt P. two sq., 

you answer with K. R. P. two sq., and then play either K. to 
Kt sq., or Q. Kt to Q. fifth, or K. Kt P. one sq., according 
to the move of your antagonist 

Kt to K. sixth sq. 
9. B. takes Kt 9. P. takes B. 

10. Kt to Q. fifth sq. 10. K. to Q. sq. 

11. Kt takes the P. at your K. third sq., with a fine game. 



THIRD GAME. 



1. K. P. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. B. to O. B. fourth sq. 3. Q. checks. — Although I am 

not prepared to prove that Black can play a better move, I 
never think this can be good play. It is true that by giving 
check he prevents your K. R. from coming into combat fi>r 
many moves, but then he pays a heavy price fi)r this, in placing 
his Queen in a position of considerable restraint. 

4. K. to K. B. sq. 4. K. B. to Q. B. fourth, (bad). 

5. Q. P. two sq. 5. K. B. to a Kt third sq. 

6. K. Kt to B. third sq. 6. If he retreat O. to K. R. fourth 

sq., which is his best move, you may either take P. with Q. B., 
or push on K. P., supposing Black to play, 

Q. to K. Kt fifth sq. 

7. K. B. takes P. ch. 7- K. to K. B. sq. 

a K. R. P. one sq. 8. Q. to Kt. sixth sq. 

9. Q. Kt to B. third sq. 9. K. takes B. 

10. Q. Kt to K. second sq. 10. Q. to Kt third sq. 

11. Kt checks, and wins Queeik. 
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FOURTH GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. P. two sq. 

2. K. B, P. two sq. 2. P. takes P. 

3. K. B. to Q. B. fourth sq. 3. Q. checks. 

4. K. to K. B. sq. 4. Q. P. one sq. 

5. Some authors now recommend Q. B. P. one sq., and an example 

of this move is found in Gianutio *, when, upon Black's at- 
tacking Q. with Q. B., you win by playing Q. to Q. Kt 
third; as you cannot, however, know that he intends playing 
out QL B., I do not advise you to move Q. B. P. one sq., which 
is weak play, and after which, your opponent ought to main- 
tain the Gambit P. 
a. P. two sq. 5. Q. B. attacks Q. 

6. You may now either move Q. to Q. third sq. or play 
K. Kt to B. third sq. 6. K. Kt P. two sq. 

7. Q. Kt to B. third sq. 7. B. takes Kt 

8. Q, takes B.— You may also take Q. B. with P. 

8. Kt to K. second sq. 

9. Kt P. attacks O. 9. a checks. 

10. K. to B. second sq. 10. P. takes P. ch. 

11. P. retakes. 11. Q. to Q. second sq. 

12. Q. B. takes P., and has the better game.— Observe, that, if at 

Move 10, he play B. to K. Kt second, you play Q. Kt to K. 
second, or Q. Kt fifth. 

FIFTH GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. B. to a B. fourUi sq. 3. Q. checks. 

4. K. to B. sq. 4. K. Kt P. two sq. 

6. K. Kt to B third. — In order to vary the attack, you may some- 
times play d. to K. B. third, as shown by Cozio f ; afterwards 
pushing K. Kt P. one sq. 

5. 0. to K. R. fourth sq. 

6. K. R. P. two sq. 6. K. R. P. one sq. 

7. Q. Kt to B. third sq. ^. K. Kt to K. second sq. 

8. Q. P. two sq. — Your two last moves may also be transposed ; and 

if he attack Kt with Q. B., you move up K. to B. second. 
8. Q. P. one sq. 

♦ LIbro nel quale si tratta della manieia di giuocar k Scacchl, Tmrinot 
1597. 4to. 
f II Giuoco degli Soaochi, dal Contx Carlo Cozio. Turino, 1766. 2 vols. 

«T0. 
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9. K. to Kt sq. 9. K. Kt P. moves.— It is a gene- 

ral rule in this Gambit, that the Gambit P. cannot be defended, 
after pushing on this P. 
10. K. Kt to K. sq., and White regains the Pawn. 

SIXTH GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. p. two sq. 

2. K. B. P. two sq. 2. P. takes P. 
a K. B. to a B. fourth sq. 3. a checks. 
4. K. to B. sq. 4. O. P. one sq. 

6. Q. P. two sq. 6. K. Kt. P. two sq. 

6. K. Kt to B. third sq. 6. Q. to R. fourth sq. 

7. K. R. P. two sq. 7. K. B. to R. third sq. — Some 

writers (including Sarratt), appear to rely upon this move, 
as being valid; but they all unite in making you play a weak 
move afterwards, which, of course, vitiates the game. 

8. Instead of K. to Kt sq., as advised by Sarratt, you play 
Q. Kt to B. third sq. 

FIRST DEFENCE. 

8. a B. attacks Kt 

9. K. to B. second sq. 9. If Black take R. P. with Kt. 

P., you move Q. Kt to Q. fifth— B. takes Kt 

10. P. takes B. 10. If he retreat a to K. Kt 

third, you take P. with P., and if he retake with Q., you take 
Gambit P. with a B., and then move Kt to O. fifth. 
Kt P. takes P. 

11. Kt to a fifth sq. 11. K. to Q. sq. 

White takes the Gambit P., and has the better game. 

SECOND DEFENCE. 

8. K. Kt p. advances. 
9. K. Kt to K. sq. 9. K. Kt to K. second sq. 

10. Q. Kt to K. second sq. 10. K. Kt to Kt third sq. (A.) 

11. K. Kt to Q. third sq. 11. Gambit P. moves. 

12. a. Kt to K. Kt third sq., having a good attack. 

(A.) 
10. Gambit P. moves. 

11. a Kt to K. Kt third sq. 11. Q. to K. Kt third sq. 

12. You may either change Bishops, and then take P., or 
R. P. attacks a 12. a to K. B. third sq. 

13. P. takes P. 13. P. takes P. 

14. Q. takes P., and I prefer your game. 
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SEVENTH GAME. 

WHITE* BLACK. 

1. K. P. two sq. 1. K. p. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. B. to Q. B. fourth sq. 3. Q. checks. 

4. K. to B. sq. 4. K. Kt P. two sq. 

5. K. Kt to B. third sq. 5. Q. to K. R. fourth sq. 

6. K. R. P. two sq. 6. K. B. to Kt second sq.— Thfe 

move is given as the best, by Ponziani. 

7. If you now move K. to Kt. sq., he checks with B., and if you 

then return to K. B. sq., pushes Q. P. one sq. — If, again, 
upon his checking, you go to R. second. Black plays K. B. to 
K. B. seventh, or pushes Kt P. on Kt, and if you take B. 
t with Kt, forces the game by a fatal check from Kt P. 
Q. P. two sq. (inferior). 7* ^ P* one sq. 

8. Your best move now is Q. Kt to B. third, but if 

K. R. to R. second sq. 8. Q. B. attacks K. Kt 

9. If you take Kt P. with K. R. P., he takes R. with Q. 
K. to Kt sq. 9. P. takes P. 

lOi a B. takes P. 10. P. to K. R. sixth sq.— Black's 

game is stronger than your's. 
Observe, that, if at Move 8, you take K. to Kt sq.. Black 
pins K. Kt with Q. B. ; and if you then take P. with P., he 
captures Kt with B. — As your best move, you now take B. 
with K. Kt P., on which Black takes Kt P. with a dig.» 
and then makes a *' sortie" with K. Kt to B. third. 

EIGHTH GAME. 



WHITE. 


BLACK. 


1. K. P. two sq. 

2. K. B. p. two sq. 

3. K. B. tQ a B. fourth sq. 

4. K. to B. sq. 

5. K, Kt to B. third sq. 

6. K. R. p. two sq. 


1. K. P. two sq. 

2. P. takes P. 

3. a checks. 

4. K. KtP. twosq. 

5. a to K. R. fourth sq. 

6. K. B. to Kt second sq. 



7. K. R. to R. second. — ^Ponziani appears to have thought this the 
best move, but it will be seen to the contrary. 
7. K. Kt P. one sq. 

a K. Kt to Kt fifth sq. 8. K. Kt to R. third sq. 

9. Q. P. two sq. 9. Ponziani now directs the se- 

cond player to attack Kt with K. B. P., and then, on Kt's 
retiring to R. third, takes R. P. with Q. ; but appears not to 
have seen that if he attack Kt with K. B. P., you should toke 
P. with a B., for if he then take Kt, you retake with K. 
R* P., regaining the piece, with a better position. 
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FIRST DEFENCE. 

Q. P. two sq. (best). 

10. If you play K. B. to K. second, Black moves K. B. P. one sq., 

and gets the better game. 
P. takes P. (inferior). 10. K. Kt P. advances. 

11. Q. to K. sq. ch. (best). ] 1. K. to Q. sq. 

12. R.toK. R.8q. 12. R. attacks Q. 

13. If you interpose K. B., he moves Kt. to Kt fifth, threatening a 

fiital check; and if 
Q. to a second sq. 13. Kt. to Kt fiftii. 

14 If you take P. with Q., you are Mated immediately. 

K. B. to K. second sq. 14. Kt to R. seventh sq. ch. 

15. If you moVQ K. to Kt sq., he takes P. with K. B. ch. 
R. takes Kt 15. R. takes B. 

16. K. to Kt sq. 16. B. takes P. ch. 

You have lost the game. 

SECOND DEFENCE. 

9. K. Kt P. advances. 

10. K. B. takes K. B. P. ch. 10. Kt takes B. (best). 

11. a takes Q. 11. P. takes R. 

12. Q. takes Kt ch. 12. K. moves. 

13. 0. takes K. B. 13. P. becomes Q. ch. 

14. K. to B. second sq. 14. Q. takes K. R. P. ch. 

15. K. to K. second sq. 15. a to K. Kt fifth sq. ch. 

16. K. to Q. third sq. 16. a to K. Kt sixth sq. ch. 

17. K. to Q. B. fourth sq., and ought to win. 



WHITE. 

1. K.P.twosq. 

2. K. B. P. two sq. 

3. K. B. to a B. fourth sq. 

4. K. to B. sq. 

5. K. Kt to B. third sq 

6. K. R. P. two sq. 
7* K. R. to R. second. 
a K. Kt. to Kt fifth sq. 
9. Q. P. two sq. 

10. K. B. takes P. (best). 

FIRST MODE OF PLAT. 

11. a takes a 11. P. takes R. 

12. If you take B. P. with B. ch., he moves K., and if 
Kt takes B. P. 12. P. Queens, ch. 



NINTH GAME. 






BLACK. 




1. 


K. P. two sq. 




2. P. takes P. 


sq. 


3. Q. checks. 




4. 


K. Kt P. two sq. 




6. 


a to K. R. fourth sq. 




6. 


K. B. to Kt second sq. 




7. 


K. Kt P. one sq. 




8. 


K. Kt to R. third sq. 




9. 


a P. two sq. 




10. 


K. Kt P. advances, (best) 
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13. K. to B. second (best). 13. K. B. takes P. ch., and then 

checks K. and Q., with Q. B. 

SECOND MODE OF PLAT. 

1 1. B. takes K. B. P. ch. 11. If Black take B. with Kt, you 

take Q., and the game resolves itself into a very similar po- 
sition to that which occurred in the last game. 

Q. takes B. (best). 

12. Kt. takes Q. 12. a B. attacks Q. (best). (A.) 

13. Q. to K. sq. la P. takes R. 

14. K. to K. B. second sq. 14. B. takes P. ch., and wins. 



13. K. to B. second sq. 



(A.) 
12. P. takes R. 



13. Q. B. attacks Q. 

14. O. to K. R. sq. 14. K. B. takes P. ch. 

15. K. to K* sq. 15. Kt takes Kt 

16. Q. takes P. 16. K. B. to K. fourth sq. 

17. Q. B. P. one sq. 17* Gambit P. moves, and Black 

has a good game ; he will proceed to bring out Qu Kt, Castle 
with d. R., and then advance K. R. P. 

SECONDLY. 

13. B. takes P. chg. 

14. Q. takes B. 14. Kt checks. 

15. K. to K. second sq. 15. P. becomes Q. 

16. O. takes R. ch. 16. If he take Kt, you take K. R. 

P., and draw the game. 
K. to K. second sq. 
17- Ct. takes a B. I7. O. Kt to O. second sq. 

18. 0. takes O. R. 18. a takes P. ch. 

19. K. to Q. third sq. — Black ought to win. 

TENTH GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. p. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. B. to Q. B. fourth sq. 3. Q. checks. 

4. K. to B. sq. 4. K. Kt P. two sq. 
6. K. Kt to B. third sq. 5. Q. to R. fourth sq. 

6. K. R. P. two sq. 6. K. B. to Kt second sq. 

7. Q- Kt to B. third sq. — This move, which appears to have been 

overlooked by all previous writers, is the best you can play. 
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IN THE FIRST PLACE. 

7. K. Kt P. advances. 

8. K. Kt to Kt fifth sq. 8. K. Kt to R. third sq. 

9. Q. Kt to Q. fifth sq. 9. a to K. Kt third sq. 

10. a Kt takes Gambit P. 10. Q. to a B. third sq. 

11. a P. one sq. 11. K. B. P. one sq. 

12. K. Kt to R. third.— You might also move Kt to K. B. seventh. 

12. P. takes Kt 

13. Q. checks. 13. K. to a sq. 

14. Kt to a fifth sq. 14. P. takes P. ch. 

15. K. takes P. 15. If he play Kt to Kt sq., you 

win by moving Q. to K. B. seventh. — If, again, he play 
K. B. P. one sq., you check with Q. B. 

K. R. to Kt sq. 

16. Kt to K. seventh sq. 16. K. takes Kt 

17. Q. B. takes Kt I7. a P. two sq. 

18. K. B. takes P. 18. a takes a B. P. ch. 

19. K. to B. third sq. 19. a takes P. ch. 

20. Q. B. interposes. 20. R. to B. sq. 

21. Q, takes K. R. P., having a winning game. 

IN THE SECOND PLACE. 

7. K. B. takes a Kt— In the 
next game, Black advances K. R. P. one sq. 

8. a P. takes B. 8. If he play K. Kt to K. se- 

cond, you may either move K. to Kt sq., or K. B. to K. 
8econd.^If he play K. Kt to B. third, you move Q. to Q. 
fourth, and on his moving Q., take P. with Kt — If he play 
K. Kt to R. third, you attack R. with Q., and on his moving 
R. to Kt sq., check at K. fifth, and take P. with Kt— If he 
play K. R. P. one sq., you move Q. to Q. fifth, threatehing to 
check, &c. 

FIRST DEFENCE. 

8. K. B. P. one sq. 

9. B. takes Kt 9. R. takes B. 

10. Q. to d. fifth sq. — If he now move K. to B. sq., or retire Rook, 
you take Gamb. P. with Q. B. ; and if he play Q. instead, 
you take P. with P., &c. 

SECOND DEFENCE. 

8. K. Kt p. advances. 
9. Kt. to Kt fifth sq. 9. K. Kt to R. third sq. 

10. Q. to a fourth sq. 10. R. to Kt sq. 

11. 0. to K. fifth sq. ch. 11. K. to Q. sq. (best). 

12. Kt to K. sixth sq. ch., ftnd wins Queen. 
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THIRD DEFENCE. 

a Q. Kt to B. third sq. 
9. K. B. to K. second sq. — May also play Q. to Q. fifth. 

9. K. Kt P. advances. 
10. Kt. to Q. fourth sq., recovering at least the Pawn. 

ELEVENTH GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. B. out as before. 3. Q^een checks. 

4. K. to B. sq. 4. K. Kt P. two sq. 

5. K. Kt to B. third sq. 5. Q. to K. R. fourth sq. 
^ K. R. P. two sq. 6. K. B. to Kt second sq. 

7. Q. Kt to B. third sq. 7* K. R. P. one sq. (best). 

8. a P. two sq. 8. Q. P. one sq. 

9. K. P. advances. 9. If he advance K. Kt P., you 

retreat Kt to K. sq., and will win back your Pawn imme- 
diately. — You now threaten to take Q. P. with K. P., and on 
his retaking with Q. B. P., to play O. Kt to Kt fifth. 
0. P. takes K. P. 

10. Q. Kt to Q. fifth sq. 10. K. to a sq. 

11. a P. takes P. 11. Q. B. to O. second sq. 

12. King to K. Kt sq« 12. Q. to K. Kt third sq. 

13. K. R. P. takes P. 13. Pawn retakes P. 

14. Rook takes R. 14. K. B. takes R« 

15. Q. to K. sq., intending to go to Q. Kt fourth sq. 

15. Q. Kt to B. third sq. 
18. a B. takes Gambit P., and if he retake a B. with K. Kt P., 
you check with Q., and recover your piece, with a winning 
game. — Many other variations spring out of this brilliant 
mode of play, but the first player appears always to get the 
better position. — The attack in this, and the following games, 
was originally framed by the scientific amateur, whose friendly 
assistance I have already noticed, in my analysis of the Muzio 
Gambit 

TWELFTH GAME. 



WHITE. 


BLACK. 


I. K. P. two sq. 


1. K. p. two sq. 


2. K. B. P. two sq. 


2. P. takes P. 


3. K. B. to Q. B. fourth sq. 


a 0. checks. 


4. K. to B. sq. 


4. K. Kt P. two sq. 



6. Q. Kt to B. third. — t consider this to be slightly stronger than 
immediately bringing out K. Kt It wilt be seen that if 
Black loses a move to prevent this Kt from advancing, you 
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get a powerful attack* His best move is, perhaps, K. B. to 
K. Kt second, and in that case you play out K. Kt., and then 
K. R. P. two sq. ; pursuing the attack as in Game XI. 

5. K. Kt to K. second sq. — In 
the next game he plays Q. B. P. one sq. 

6. K. kt P. one sq. — Novel, and perfectly sound. 

6. If Black retreat Q. to K. R. 
third, you advance Q. P., and K. R. P., two squares each. 

P. takes P. 

7. K. to Kt second sq. 7- If he take K. R. P. with P., 

you retake with R. ; then advance Q. P. two sq., and play 
out K. Kt, having an overwhelming attack. — If he retreat 
Q. to R. third, you move K. R. P. two sq. — If he play Q,, P. 
one sq., you take K. Kt P. with K. R. P., and on his moving 
Q. to Kt fifth, place Q. at K. B. sq., threatening to win Q. if 
he push up K. B. P., or bring Q,. B. to K. third. 
d. P. two sq. 

8. K. R. P. takes P. 8. Q. to K. Kt fifth sq. 

9. K. B. to K. second.--«*You might also change Queens. 

9. Q. to Q. second sq. 

10. Q. P. two sq. 10. K. Kt P. one sq. 

11. K. R. to R. fifth sq. 11. a B. P. one sq. 

12. Q. B. to K. B. fourth sq. 12. K. B. to Kt second.— Black 

appears to have no better move. 
la p. takes a P. 13. Kt takes P — If he retake 

with Q. B. P., you move a Kt to Q. Kt fifth. 

14. Kt takes Kt 14. P. takes Kt 

15. R. to K. Kt fifth, and the chances of victory are in yourfiivor. 

THIRTEENTH GAME. 



1. K. P. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. P. takes P. 
a K. B. to a. B. fourth sq. 3. a checks. 

4. K. to B. sq. 4. K. Kt P. two sq. 

5. Q. Kt to B. third. 5. Q. B. P. one sq. 

6. K. Kt P. one sq. 6. P. takes P. 

7. K. to Kt second sq. 7. If Black move Q. P. one sq., 

you take P. with K. R. P., and on his playing Q. to K. Kt 
fifth, you place Q. at K. B. sq. — Black then plays as his best 
K. B. P. one sq., and although you might win a Pawn by 
taking K. Kt yet you rather prefer waiting " con pazienza," 
and accordingly move Q. P. two, &c.— If, again, Black take 
K. R. P., you play as directed in the last game. — If he push 
up O. P. two sq., you take P. with K. R. P., then retr6at B. 
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to K. second, and on his going to Q. second with Q., you*ad- 
▼ance Q. P. two sq. — Black then probably moves K. Kt P^ 
and you place Q. B. at K. B. fourth, pursuing the attack as 
before. K. B. to Q. third sq. 

a K. Kt attacks Q. 8. Q. to K. R. fourth sq. 

9. K. R. P. takes P. 9. Q. to K. Kt third sq. 

10. Q. P. two sq. 10. If Black push K. Kt P., you 

get an easy game by playing K. Kt to R. fourth ; and if, in- 
stead, he retire K. B. to K. second, you win by moving Kt to 
K. fifth. K. B. P. one sq. 

11. K.P.onesq. 

FIRST DEFENCE. 

11. K. B. P. takes P. 

12. K. Kt. takes Kt P. 12. K. Kt to R. third sq. 

13. R. takes Kt. 13. Q. takes R. 
14 Kt to K. B. seventh, with a winning position. 

SECOND DEFENCE. 

11. K. B. to K. second sq. 

12. P. takes K. B. P. 12. B. retakes P. 

13. Q. B. takes P. 13. B. takes B. 

14. Kt to K. fifth sq. 14. O. to K. Kt second sq. 

15. Q. checks. 15. If he go to Q. sq., you check 

with Kt at K. B. seventh. — If he play K. to B. sq., he is 
ruined by a check from the Rook. 

K. to K. second sq. 

16. Q. R. to K. sq. )6. Play as he may, Black's game 

is gone. Supposing 
K. Kt. to B. third sq. 

17. Kt. to K. B. seventh, dis. ch. I7. K. to B. sq. 

18. Kt to Q,, sixth -sq.,and Black's cause is hopeless. 



CHAPTER XXII. 

ON EVADING THE GAMBIT. 
FIRST GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. p. two sq. 

2. K. B. P. two sq. 2. If Black does not like to 'take 

the Gambit P., he may now play Q. P. two sq., or bring out 
K. B., as in the next game. Q. P. two sq. 

3. K. P. takes GL P. (may also play GL to K. B. third sq.) 
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IN THE FIRST PLACE, 

a a takes P. 
4 Q. Kt attacks Q. 4. Q. to K. third sq. 

5. K. Kt. to B. third sq. 5. P. takes P. dis. ch. 

6. K. to B. second sq. 6. Q. B. P. one sq. (A.) 

7. K. B. to K. second sq. 7> K. Kt to B. third sq, 
S. R. to K. sq., and the game is even. 

(A.) 

6. B. checks, (had). 
7* Q. P. twosq. 7« Black ought now to retire B. 

to K. second ; for, playing 
K. B. to a Kt third sq. 
a K. B. checks. 8, If he move a B. P., you play 

R. to K. sq., and if 
K. to Q. or B. sq. 
9. R. to K. sq., giving Checkmate, if he move Q. out of prise. 

IN THE SECOND PLACE. 

3. K. P. takes B. P. (hest). 

4. K. Kt to B. third sq. 4. If he take P. with Q., you play 

out Q. Kt, as before ; and if 

K. Kt to B. third sq. 

5. K. B. to Q. B. fourth sq. 5. K. B. to Q. third sq. 

6. Q. P. two sq., or Castles, with an equal game. 

SECOND GAME. 

WHITE. BLACK. 

1. K. P. two sq. 1. K. P. two sq. 

2. K. B. P. two sq. 2. K. B. to Q. B. fourth sq. 

3. K. Kt to B. third sq. 3. Q. P. one sq. 

4. Q. B. P. one sq. 

FIRSTLY. 

4. Q. to K. second sq. 

5. Q. P. two sq. 5. K. P. takes Q. P. 

6. Q. B. P. takes P. 6. Black should now retreat K. 

B. to Q. Kt third, and the game would be even. — I^ 
Q. takes P. ch. 

7. K. to B. second sq. 7* K. B. to Q. Kt third sq. 

8. K. B. checks. — Whether he interpose, or move K., you then win 

by playing R. to K. sq., as in the last game. 

SECONDLY. 

4. a B. attacks Kt 
6. P. takes P. ^. P. takes P. (A.) 
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6. K. B. to a B. fourth sq. a B. takes Kt 

7. Q. takes B., and the game is even. 

(A.) 

5. B. takes Kt 

6. Q. takes B. 6. P. takes P. 

7. a to K. Kt third sq. 7. a to K. B. third sq. 

8. K. B. to Q. B. fourth sq. — Equal game. 



CHAPTER XXIII. 

ON VARIOUS CHECKMATES; INCLUDING THE METHOD 
OF WINNING OR DRAWING, WITH CERTAIN PIECES, 
AT THE END OF THE GAME. 

In this chapter, I shall, with as few exceptions as possible, confine 
myself to showing you how to play out ends of games composed of 
pieces only; reserving all examination of positions in which Pawns 
are introduced, for our separate consideration. 

I begin with some examples of the most speedy method of win- 
ning, when left with certain pieces at the end of the game ; similar 
positions are defined as being won " by their nature," but unless you 
have acquired the proper mode of playing them, you would find con- 
siderable difficulty in finishing the game, in the limited number of 
moves allowed for such situations. 

KING AND ROOK AGAINST KING. 

The King and Rook invariably win against the King alone. You 
must begin by driving the King on to one of the extreme lines of 
the board, and then proceed as in the following position. In the 
most favorable situation for the single K., the Mate can never be pro- 
tracted beyond eighteen moves. 

White. — King at Q. fifth sq., and Rook at Q. B. sixth. 
Black. — King at d. Kt sq. 

White, having the move, plays 

1. K. to a B. fifth sq. I. K. to Kt second sq. 

2. K. to Kt. fifth sq. 2. K. to R. second sq. 

3. R. to B, seventh sq. ch. a K. to R. sq. (best). 

4. K. to Kt, or R. third sq. 4. K. moves. 

5. R. to Q. B. sixth sq., and Checkmates next move. 

As the Queen has the same move as the Rook, with extended 
powers, it is easy to learn how to Checkmate with her alone ; you 
must still oblige the adverse King to move on to one of the extreme 
lines of the board. In the best positions for the single King, the K. 
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and Q. can force Mate in nine nM>ves. I subjoin another position in 
which White has the move, and can Checkmate in three moves with- 
out moving his King at alL — I purposely withhold the solution. 

White. — K. at K. sixth sq., and R. at K. fifth sq. 
Black. — K. at K. sq. 

CHECKMATE WITH THE TWO BISHOPS. 

This Checkmate, like that with the Bishop and Knight, so rarely 
occurs, that it is not worth while to study it, except as matter of curi- 
osity and general improvement The King must he forced into one 
of the corners, and the following position will he found to be a suf- 
ficient illustration of the manner in which the Mate must then be 
given. 

White.— K. at K. Kt. fifth sq., K. B. at K. B. fifth sq., and Q. B. 

at K. B. fourth sq. 
Black. — K. at K. sq. 

White to Move. 

1. K. to B. sixth sq. 1. K. to O. sq. 

2. Q. B. to a sixth sq. 2. K. to K. sq. 

a Q. B. to Q. B. seventh sq. 3. K. to K. B. sq. 

4. K. B. to a seventh sq. 4 K. to Kt sq. 

5. K. to Kt sixth sq. 5. K. to B. sq. 

6. Q. B. checks. 6. K. to Kt sq. 
7* K. B. checks, and Checkmates next move. 

CHECKMATE WITH BISHOP AND KNIGHT. 

This is the most difficult and elegant of Checkmates ; even some 
very good players would find it impracticable in the stipulated fifty 
moves. The Checkmate must be given on one of the corner squares, 
which is commanded by your Bishop ; to effect this, you must first 
force the King on to the extreme line of the board, after which he is 
driven to the &tal comer, by a series of beautiful, though mechanical, 
moves. 

White.— K. at K. B. sixth sq., K. B. at K. B. fifth sq., and Kt. at 

K. Kt fifth sq. 
Black. — K. at K. R. sq. 

White to Move. 

1. Kt checks. 1. K. to Kt sq. 

2. B. to K. fourth sq. 2. K. to B. sq. 

3. B. to K. R. seventh sq. 3. K. to K. sq. 

4. Kt to K. fifth sq. 

IN THE FIRST PLACE. 

4. K. to B. sq. 
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5. Kt to Q. seventh sq. ch. 5. K. to K. sq. 

6. K. to K. sixth sq. 6. K. to a sq. 

7. K. to a sixth sq. 7* K. to K. sq.— If he g« to Q. B. 

sq., he is Mated by a similar process, in fewer moves. 

8. B. checks. 8. K. to Q. sq. 

9. Kt. to Q. B. fifth sq. 9. K. to Q. B. sq. 

10. K. B. to B. seventh iq. 10. K. to Q. sq.—If he go to Kt. 

sq., he is Checkmated in less time. 

11. Kt. to QL Kt seventh sq. ch. 11. K. to Q. B. sq. 

12. K. to 0. B. sixth sq. 12. K. to Kt sq. 

13. K. to Kt sixth sq. 13. K. to B. sq. 

14. B. checks. 14. K. to Kt sq. 

15. Kt. to a B. fifth sq. 15. K. to R. sq. 

16. B. to Q. seventh sq. 16. K. to Kt sq. 
17* Kt checks, and then Checkmates with B. 

IN THE SECOND PLACE. 

4. K. to Q. sq. 

5. K. to K. sixth sq. 5. K. to B. second sq. (best). 

6. Kt to Q. seventh sq. 6. K. to Q. B. third sq. — If be 

play K. to Q. sq., or Q. B. sq., you move K. to Q. sixth, and 
drive him to the angle in fewer moves ; if, instead, he move to 
Kt second, you play B. to Q. third, and on Black's coming 
with K. to B. third, you play the B. to Q. B. fourth, and then 
to Kt fifth. 

7. B. to d. third sq. 7* K. to U. B. second sq» 
a B. to Q. Kt fifth sq. 8. K. to Q. sq. 

9. Kt to K. fifth sq. 9. K. to B. second sq. 

10. Kt to 0. B. fourth sq. 10. K. to a sq. 

11. K. to 0. sixth sq. 11. K. to Q. B. sq. 

12. Kt. to R. fifth sq. 12. K. tp a sq. 

13. Kt to Kt seventh sq. ch. 13. K. to B. sq. 

14. K. to B. sixth sq. 14. K. to Kt. sq. 

15. Kt to Q. sixth sq. 15. K. to R. second sq. ^ 

16. K. to B. seventh sq. 16. K. to R. sq. 

17. B. to Q. B. fourth sq. 17* K. to R. second sq. 

18. Kt checks, and then Mates with B. 

aUEEN AGAINST ROOK. 

When fighting with Q., against R. only, you can always compel 
your opponent eventually to take up a position something like the 
following. 

White.— K. at K. B. third, and a at K. sq. 

Black. — K. at K. R. seventh, and R. at K. Kt. seventh. 

Now if Black have to play, and move K. to R. sixth, you win by 
pinning the Rook. If he move R. to Kt eighth, you at once give 
Mate ; if he play R. to Kt fourth, you check at K. R. fourth, and going 
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instead to any other square, win the Rook by a divergent check, in 
three or four moves. For instance, if he play R. to K. Kt third, you 
check at K. fifth ; he moves to your Kt sq., and by checking at Q. 
B. fifth, you compel him (to save Mate) to return to the Rook's file, 
on which you win R.-— If, however, you have originally the move, 
you should play 

1. Q. to K. fifth, ch. 1. K. to ad. R. or Kt sq. 

2. Q. to Q. R. sq. ch. 2. K. to R. seventh sq. 

3. d. to K. sq., throwing the " onus" upon the Black, who can ho 

longer protract defeat ^Having shown you how to win with 
•Q. against R., it would be mere waste of time to give ex- 
amples of Q. against the B. or Kt, which pieces cannot offer 
the resistance of the Rook. The K. having least power when 
on one of the extreme lines of the board, you should always 
begin by driving him there, when left with Q. against an 
inferior piece. 

aUEEN WINS AGAINST TWO MINOR PIECES. 

There is only one position in which the two Kts. can draw the 
game against the Q., as you will presently see. In every other case 
the d. wins, although the moves are not immediately obvious. If the 
Kts. support each other, you must compel one of them to move, either 
by threatening Mate or blocking up the K. — When you have thus 
compelled your adversary to move one of the Kts., you will generally 
be able to win one of them by a divergent check ; ex.gr. 

White. — K. at K. R. second sq., and Q. at Q. R. eighth sq. 
Black.— K. at a fifth sq., Kts. at K. fourth, and Q. B. fifth sq. 

In this position. White has the move, and plays : 

1. K. to K. Kt third sq. I. K. to Q. sixth sq. 

2. d. to Q. fifth sq. ch. 2. K. to Q. B. sixth sq. 

3. K. to K. B. fourth sq. 3. K. Kt to Q. sixth sq. ch. 
4 K. to K. B. third sq. 4. K. Kt to K. fourth sq. ch. 
6. K. to K. fourth sq. 6. K. to Q. Kt. sixth sq. 

6. K. to Q. fourth sq. 6. If he move K. to O. R. fifth, 

you play K. to Q. B. third. — he tries 

IN THE FIRST PLACE. 

K. to a Kt fifth sq. 

7. Q. to Q. Kt seventh sq. ch. 7. K. to Q. R. fiftli sq. 

8. K. to a B. fifth sq. 8. K. to Q. R. sixth sq. 

9. Q. to Q. Kt fourth, ch. 9. K. to Q. R. seventh sq. 

10. K. to Q. fifth sq. 10. K. to Q. R. eighth sq. 

11. Q. to Q,. Kt third, and you win, for he must move one of the KtS. 

IN THE SECOND PLACE. 

6. K. to d Kt. seventh sq. 
i2 
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7. Q. to Q. Kt. seventh sq. ch. 7* If he move K. to Q. R. eightli 

sq., you answer with Q. to €U Kt. third. — If he play K. to Q. 
R. sixth or seventh, you move K. to Q. B. third. — If he play 
K. to Q. B. seventh, you move Q. to Q. Kt fifth sq. 
K. to Q. B. eighth sq. 

8. Q. to K. Kt second sq. 8. If Black move K. to Q. Kt. 

eighth sq., you answer with K. to Q. B. third sq. 
K. to Q. eighth sq. 

9. Q. to K. B. second sq. 9. K. to Q. B. eighth sq. 

10. K. to a B. third sq. 10. K. to a Kt eighth sq. 

11. Q. checks at Q. B. second, and on his moving K. to adv. Q. R. 

sq., wins by playing K. to Q. fourth. 

IN THE THIRD PLACE. 

6. K. to Q. B. seventh sq. 
7- Q. to Q. Kt fifth sq. 7- K. to Q. seventh sq. 

8. Q. to a Kt third sq. 8. If he check with K. Kt at Q. 

B. third, you move K. to K. fourth, and then to Q. fifth. 
K. to K. seventh sq. 

9. a to K. Kt third sq. 9. K. to Q. seventh sq. 

10. a to K. B. second sq. ch. 10. K. to Q. B. sq. 

11. K. to a B. third sq. 11. K. to Q. Kt eighth sq. 

12. Q. to Q. B. second sq. ch., and then wins by moving K. to Q. 

fourth, as before. 

TWO BISHOPS AND KNIGHT, AGAINST ROOK. 

These three pieces can almost always win, but the two Kts. with 
a Bishop cannot expect to do more than draw, except under very 
peculiar circumstances. I subjoin an example. 

White. — K. at K. R. sq., and R. at Q. R. sixth sq. 
Black. — K. at K. R. sixth. Bishops at Q. seventh, and ady. K. B. 
sq., and Kt at K. Kt fifth sq. 

This is the sort of position, which the player of the above three 
pieces may always compel his adversary to take up. I now suppose 
White has the move. 

1. R. ch. at Q. R. third. 1. If he interpose Kt, yoa take 

it with R., gaining Stalemate. 
K. B. to K. sixth sq. 

2. R. to a R. second sq. 2. If Black checks with Kt, you 

take Kt with R., and if, instead, he play K. B. to K. B. se- 
venth, you take it with R., for on his retaking with Kt, you 
win a piece. K. to Kt sixth sq. 

3. R. to K. R. second, (best). 3. K. B. to B. fifth sq. 

4. R. to a R. second sq. 4. Q. B. to K. R. sixth 8^ 
6. R. to Q. R. third, ch. 5. B. interposes. 

6. R. to Q. R. second S9. 6. Kt checks. 



y Google 



WALKER ON CHESS. 117 

7. K. to Kt. sq. 7. Kt to K. fifth, dis. ch. 

8. K. to comer. 8. Kt.^to Q. seventh, and wins. 

QUEEN AGAINST ROOK AND PAWN. 

Should you be left with only R. and P. against Q., you ought to 
loie, unless you can take up either of the following two positions. 

No. I. 
White. — K. at K. sq., R. at K. third, and Q. P. unmoved. 
Black. — K. at Q. fourth, and Q. at Q. B. seventh sq. 

In this position you must be careful to move K. only to K. second, 
and back again, or Rook only to Q. B. third, and back to K. third. — 
The situation would be drawn, with the pieces placed in the same re- 
lation to each other, with any other unmoved P., except R. P. 

No. II. 

White. — K. at K. sq., R. at K. third, and K. P. at K. sixth. 
Black.~K. at K. second, and Q. at Q. B. fifth. 

Again the game is drawn, if you persist in playing K. one sq. off, 
and back again ; and Rook only to K. second, and back to K. third. 
As before, this would dso apply to any other P. posted under similar 
circumstances of relation, except R. P. 

POSITION IN WHICH THE KTS. DRAW AGAINST a 

There is one single position in which the two Kts. draw against 
Vhe Queen, and it may happen in either corner of the board, thus : 

White. — Kts. at K. R. fifth, and K. B. sixth ; and K. adjoining 

Kt on B. file. 
Black. — K. at adv. K. R. sq., and Q. on any part of the board. 

White must not move K. on to the R. file, because Black by play- 
ing Q. to the Kt file, would break up the game. You will see that Black 
ean never bring his K. and Q. to bear upon K. with any effect in this 
position. In any other situation, the K. and Q. can take up such a 
position, as to win by forcing you to move one of the Kts., as I have 
already taught you« 

POSITION IN WHICH THE BISHOPS DRAW AGAINST Q. 

• The two Bishops draw against the Q., if they can take up similar 
positions to the following : 

No. I. 
White.— K. at K. Kt fourth, and Q. at Q. R. fourth. 
Black — K. at K. Kt. second, Bishops in front, on K. Kt thirds 
and K. B. third* 
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White moves first. 

1. Q. to Q. seventh sq. ch. I. K. to B. or Kt sq. (best). 

2. Q. to K. sixth sq. 2. K. to Kt second sq. 

3. K. to K. B. fourth sq. 3. B. to K. R. second sq. 

4. Q. to Q. seventh sq. ch. 4. K. to Kt third sq. 

5. Q. to adv. K. sq. ch. 5. K. to Kt second sq. 

6. K. to Kt fourth sq. 6. B. to Kt. third sq. 

7. Q. to K. sixth sq. 7* B. to R. second sq. 

8. a ch. at a seventh sq. 8. K. to Kt third sq. 

9. Q. to K. eighth sq. ch. 9. K. to Kt second sq. 

10. K. to R. fifth sq. 10. Q. B. to K. B. fourth sq. 

11. Q. anywhere. — The game is drawn. 

No. II. 

White.— K. at Q. third, and Q. at K. Kt sixth sq. 

Black. — K. at Q. second, Bishops at Q. fourth, and Q. B. fourth sq. 

Here Black may draw the game, if he is careful not to allow your 
K. to pass the line, and to keep his K. near to the Bishops. The 
power of the two Bishops is here well exemplified; while they remain 
similarly placed, the adverse ^King can never come near them, nor 
escape from the lines of defence they maintain. 

POSITIONS IN WHICH KT. AND B. DRAW AGAINST a 

The next two examples consist of positions, in which, throu^ the 
peculiarity of the situation, the Bishop and Kt draw against the Q.* 
but such chances for the weaker side occur so seldom in real play, 
that I would never advise you to expect similar good fortune. 

' No. I. 

White. — K. at K. R. sq., and Queen at Q. R. fourth sq. . 
Black. — K. at K. Kt sixth, Bishop at adv. K. B. sq., and Kt at 
K. B. second. 

If White had to move, you would make short work of it, but Black 
being to play, checks with B., and then threatens Mate by. playing 
Kt to K. Kt fourth ; this compels you to give up Q. for Kt, and the 
game is drawn. 

No. II. 

White. — K. at K. R. sq., and Q. on any indifferent sq. 
Black.— K. at K. B. fourth, B. at K. R. sixth, and Kt at K. B. 

sixth sq. 

This game is drawn whether Black have the move or no. Black 
must always play K. in support of his Kt, and may move B. to adv. 
K. B. sq., and back to K. R. sixth. If White ever play Q. to O. third, 
should Black's K. be properly placed, he wins Q. for B., by checking 
with B. and then with Kt Generally speaking, the Q. always wini 
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against two minor pieces, and the few exceptions to this rule only 
serve to confirm the truth of it. 

POSITIONS IN WHICH ROOK AND A MINOR PIECE 
DRAW AGAINST Q. 

As we have seen that there are certain cases in which two minor 
pieces draw against the Q,, so much greater is the chance of drawing 
against Q., with R. and a minor piece. I instance two examples of 
positions of this kind ; adding, however, that you will be very lucky 
if you ever meet with similar things in actual play. 

No. I. 

White. — K. at K. second sq., and Q. at Q. Kt. fourth sq. 
Black. — K. at Q. second sq., R. at K. R. sixth, and Kt at Q. Kt 
third sq. 

Here, Black draws if he have the move, by checking with R. at K. 
sixth ; if yeu take R. he checks K. and Q. with Kt. ; and if, instead, 
you remove K., he defends R. by playing Kt to Q. fourth sq., and 
supports Kt with K. 

No. II. 

White.— K. at Q. fourth, and Q. at Q. R. third sq. 

Black. — K. at Q. sq., R. at K. B. fourth, and B. at adv. Q. sq. 

Black draws if he have the move, by playing B. to Q. R. fifth, and 
then to Q. second.— ^It is obvious that if White take B., he loses Q. 
and game. — Generally speaking, the Q. wins against the R. and a 
minor piece. 

KING AND KNIGHTS, AGAINST KING. 

The two-Knts., if their adversary play correctly, can never force 
Mate with the single assistance of the King. Sometimes, however, 
if the player with the single K. have also a Pawn, the Mate can be 
forced ; because, having the Pawn, he has something to move, and 
you are thus enabled to avoid giving Stalemate. There are also a 
few peculiar positions, when through gross error the single K. allows 
the two Kts. to Mate. The following example illustrates all three 
cases. 

No. I. 

White. — K. at K. Kt. sixth, Kts. at K. fourth, and Q. sixth. 
Black. — King alone at K. R. corner. 

Suppose White play first : 

1. K. to R. sixth sq. 1. K to Kt sq. 

2. Kt to K. B. sixth sq. ch. 2. K. does not return to corner, 

. b.ut plays to B. sij.) and easily draws the game. 
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Replace the pieces, and give Black the moTe : 

1. K. toKtsq. 1. Kt checks. 

2. K. to B., drawing the game as before. 

Now replace the pieces once more, and give Black a Pawn at liis 
Q. B. third sq. — You will find that if you have the move, you play 
Kt. to K. B. sixth sq., and will Mate the following move. 
If, again. Black play first : 

1. K. to Kt sq. (best). 1. Kt. to Q. B. fifth sq. 

IN THE FIRST PLACE. 

2. K. to corner. 2. K. to K. B. seventh ^q. 

3. K. to R. second sq. 3. Kt. to K. B. fifth sq. 

4. K. to corner. 4. Other Kt to Q. seventh, and 

play as he will, Checkmates in three moves, by playing Kt. to 
K. B. sixth or eighth sq., and then playing the odier Kt 
properly. 

IN THE SECOND PLACE. 

2. K. to B. sq. 2. K. to K. B. sixth sq. 

3. K. to Kt sq. a Kt to K. sixth sq. 

4. If he advance P., or move K. to corner, you play K. to Kt sixth, 

and then Mate in four moves. 
K. to R. second sq. 4 Kt to K. B. fifth sq. 

5. If he play K. to Kt. sq., you answer with K. to Kt. sixth, and 

then Mate in three moves. 
K. to corner, or P. moves. 5. K. to K. R seventh sq., and 
play what he may, you will Mate in three moves ; beginning 
by moving Kt to K. Kt. fifth sq. 

KING, KT. AND P., AGAINST K. 

In some few combinations of the pieces, the K. has the power of 
drawing against King, Kt and P., as in the next examples. 

No. I. 

White.— K. at adv. Q. R. sq., Kt at K. third, and P. at Q. R. sixth. 
Black. — King alone at Q. B. second sq. 

If White have the move you win, but if Black have the move, he 
attacks P. — You advance it, and the game is drawn, for he persists 
in playing on your Q. B. sq., and Q. B. second. — It is worthy of 
remark, that if your Kt stood on Q. third, you win, for on his attack- 
ing P., you defend it with Kt, regardless of his taking Kt 

No. II. 

White.— K. at Q; B. fifth, Kt at O. Kt fifth, and P. at Q. R. 

seventh. 
Black. — King alone in Q. R. corner. 

Here the game is essentially drawn, for if you advance K. to sup- 
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port P., intending to use your Kt, you cannot avoid giving Stale- 
mate. 

KING, BISHOP, AND P., AGAINST K. 

An example of K. against B. and R. P., is given in another part 
of this work. In one single position, which here follows, the K, 
draws against the K. Kt P. and Bishop. 

White. — K. anywhere, B. at K. R. seventh, and P. at K. Kt sixth. 
Black. — King alone in K. R. corner. 

A very superficial examination will convince you that White 
can never advance Kt P., for if the King be played up to sup- 
port the P., you give Stalemate. If, instead of the Bishop, you 
had a Pawn on the same sq., you would easily win by placing your 
K. on any adjoining square, and then, supposing Black to move K. 
from comer to Kt. second, you answer thus : 

1. K. R. P. Queens. 1. King takes Queen. 

•2! K. to K. B. sixth sq. 2. King to Kt sq. 

3. Kt P. advances. 3. K. to R. second sq. 

.4. K. to B. seventh, and then Queens the Pawn. 

K. AND MINOR PIECE, AGAINST K. AND R. 

A minor piece regularly draws against the Rook, such game re- 
quiring, however, very careful play. If you have the Kt against IC,. 
you should be careful to keep as close to your King as possible. — If 
you have only a Bishop, observe these three rules: I. To place your 
K., if possible, on one of the corner squares, and let that comer 
square be the reverse color of your Bishop ; in order that should 
you be checked, you could interpose B. on the adjoining square.—* 
2. Not to place your K. in a corner too remote from the B., that the 
latter may be able to keep near K. — 3. To move your B. so as not 
to let the adverse K. threaten Mate, by playing K. in front of your 
K. In illustration of this, and the preceding, play out the following 
examples. 

No. I. 

White.— King at K. B. fifth sq., and Rook at Q. Kt sq. 
Black. — K. at K. Kt sq., and Bishop at Q. Kt seventh sq. 

If Black now play B. to Kt second, or K. R. sq., you win by ad- 
vancing K. to Kt. sixth, but instead of this, he moves B. to Q. B. 
sixth, and if you then play K. to Kt sixth, he goes safely with K. 
to B. sq. — drawing* 

No. II. 

White.— -K. at K. sixth, and Rook at Q. R. fifth. 
Black. — King at his Q. sq., and Kt at K. second sq. 
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In this position, if White check with R. at adv. Q. R. sq., Black 
covers with Kt., and you can never win Kt, because you cannot plajr 
K. to Q. sixth. If your K. were so placed that he could move, after 
checking, to Q. B. sixth. Black must not interpose Kt, but move K. 
— If, again, your K. were originally at Q. B. fifth, or Q. Kt. sixth, 
Black must move K. to Q. second, on your checking in the comer, 
for if he interpose Kt, you win by advancing K. to Q. B. sixth. 

No. III. 

White. — King at Q. sixth, and R. at K. R. seventh. 
Black.— K. at Q. sq., and Kt at K. Kt fifth sq. 

Here, Black having the move, must play K. to K. sq., for if he- 
move K. to Q. B. sq., you attack Kt with R. at K. R. fourth, and 
move Kt. as he will, you will find that you win it in a few moves, it 
being completely cut off. 

No. IV. 

WHITE.--K. at K. R. sixth, in check of Kt ; R. at Q. R. sevenUi. 
Black. — K. at K. B. sq., and Kt at K. B. second sq. 

Now, if White retire K. to Kt sixth, Black should move Kt to Q. 
sq., or Q. third, for if he check at K. R. sq., you win by placing K. 
on K. B. sixth. — Observe, therefore, that the Kt should not be 
played to the corner squares, and the same caution should be 
held in mind with respect to the King, in proof of which I adduce a 
striking case in the next example. 

No. V. 

White. — K. at K. B. sixth, and Rook at Q. R. seventh sq. 
Black.*— K. in K. R. comer, and Kt at K. B. sq. 

Whether White or Black have the move, the game is won ; for 
the Kt is forced in a few moves. I leave the solution to your own 
industry. 

As I am on the subject of drawing with a minor piece against the 
Rook, I shall here show you that there are cases in which the 
Bishop draws against Rook and Pawn ,* although perhaps this would' 
be more strictly in place, when we come to the consideration of ends 
of games composed chiefly of Pawns. 

The Bishop draws against R. and P., if (** much virtue in IF,") 
the game can be resolved into a position similar in substance to the 
following : 

White.—K. at K. Kt fifth, R. at a R. seventh, and P. at K. B. 

sixth. 
Black. — King at K. B. sq., and Bishop at Q. B. fifth sq. 

Which party soever has the first move, the game is essentially 
drawn, if Black is careful to play B. so as to prevent your posting K. 
at K. sixth, or K. Kt sixth. Observe, moreover, that 'i you ad- 
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vance P., he must not take it with B., because in that case you would 
win by seating K. at K. B. sixth, but he should first play K. to Kt 
second, and might then take the P. — If, instead of moving the Pawn, 
you move R. to Q. R. fourth, attacking B., he must be <:areful not to 
play B. to adv. K. B. sq., because you might then move R. to K. B. 
fourth, and as he would be forced to retreat B., you would then ad- 
vance P., and win by moving K. to B. sixth. — If the Bishop were 
not of a color to command the seventh sq. of the file on which the P. 
moves, the Rook and P. would win, except in one or two peculiar 
cases, given by Salvio and Cozio. The same theory holds good 
with respect to every Pawn but the Kt. P., against which the Bishop 
cannot cbraw under any circumstances ; ex. gr. 

White — K. at K. R. fifth sq., R. at Q. Kt. seventh, and P. at K. 

Kt sixth. 
Black.— K. at K. Kt sq., and B. at Q. fifth sq. 

White has the move, and plays 

1. K. to Kt fifth sq. 1. B. to K. sixth sq. ch. 

2. K. to K. B. fifth sq. 2. B. returns to Q. fifth sq. 

3. Pawn advances. 3. K. to R. second (best). 

4. R. to Q. Kt fourth sq. 4. If he take P. with B., you 

check at K. R. fourth ; if Black then interpose B., you win it 
in two moves, and going instead to Kt. sq. you play K. to Kt 
sixth, and force the game. B. to Q. B. sixth sq. 
6. R. to K. Kt fourth sq., and the game is easily won. — A little 
comparative examination will point out why there exists this 
difference between the Kt P. and the others. 

ROOK AND BISHOP, AGAINST ROOK. 

Whether the Rook and Bishop can win against the Rook, in 
EVERY POSSIBLE SITUATION, is a problem yet unsolved. Carrera, 
Philidor, Ponziani, and other great authorities, maintain the cer- 
tainty of the proposition, which is denied by Salvio, Sarratt, 
Lewis, and Cochrane. — Philidor has given us a beautifully 
played position in which the Mate is certainly forced, but as it does 
not appear that the weaker power can be compelled to take up a 
similar situation, his analysis proves nothing relative to the general 
question. As the position given by Philidor has been repeated 
" ad nauseam" by every writer since, I prefer giving some newer 
examples of positions which are either won or drawn " by force j'* 
adding with real diffidence, that, in my own opinion, the Rook and 
Bishop draw against R., except in some peculiar cases. 

FIRST position. 

White.— K. at Q. B. sixth sq.. Rook at Q. R. sixth, and Bishop 

at 0. B. fifth. 
Black. — King at Q. B. sq., and R. at Q« Kt second 8q« 



y Google 



124 WALKER ON CHESS* 

White to move, and win by force. 

1. R. to adv. Q. R. sq. ch. 1. R. interposes. 

2. R. to Q. R. seventh sq. 2. R. to Q. Kt. seventh sq. 

3. R. to K. Kt seventh sq. 3. R. to Q. seventh sq. 

4. R. to K. B. seventh sq. 4. R. to adv. a sq. (A.) (B.) 
6. R. to Q. R. seventh sq. 5. R. to adv. Q. Kt sq. (C.) 

6. B. to Q. R. third sq. 6. R. to Q. Kt sixth sq. (D.) 

7. B. to Q. sixth sq. 7« R< to Q. B. sixth sq. ch. 
& Q. B. covers. 8. R. to Q. Kt sixth sq. 
9. R. to Q. B. seventh sq. ch. 9. K. to Kt sq. 

10. R. to K. seventh sq. 10. K. to corner. 

11. R. to K. fourth sq. 11. R. to a Kt seventh, Q. Kt 

eighth, or Q. Kt second sq. 

12. R. to R. fourth sq. ch. 12. K. to Kt sq. 

13. B. to a sixth sq. ch. 13. K. to Q. B. sq. 

14. R. checks. 14. R. covers. 

15. Rook gives Checkmate, taking R. 

(A.) 

4. R. to Q. sixth sq. 
6, R. to Q. R. seventh sq. 5. King to Kt sq. 

6. R. to Q. R. fourth sq. 6. R. to Q. B. sixth, to prevent B. 

from checking at Q. sixth. 

7. R. toK. fourth, and Black must take B. with R., &c 

(B.) 

4. R. to a sq. 

5. B. to K. seventh sq. 6. R. to K. Kt, or K. R. sq. 

6. R. to K. B. fifth sq. 6. K. to Kt sq. 
.7* B. to Q. sixth sq. ch. 7* K* to B. sq. 

A. R. to Q. Kt fifth sq., &c. 

(C.) 

6. K. to Kt sq. 

6. R. to Q. R. fourth sq. 6. R. to adv. Q. B. sq. 

7. R. to K. fourth sq., and Black must take B. with R. 

(D.) 

6. K.toKtsq. 

7* R' to K. B. seventh sq. 7* K. to corner. 

8. B. to K. B. fifth sq. 8. R. to Q. Kt second sq. 

9i R. to K. B. fourth sq. — If Black now move R. to K. Kt second 
sq., or Q. Kt sixth sq., you Mate in four moves. 

SECOND POSITION. 

White.— K. at a R. sixth, R. at Q. sixth, and B. at a R. fifth sq. 
BLACK..---K. at Q. R. corner sq., and R. at Q. Kt second sq. 
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White can win in this position, by bringing K. to Q. B. sixth sq., 
which is done as follows ; 

1. B. to a Kt sixth sq. 1. R. to R. second sq. ch. (A.) 

2. K. to a Kt fifth sq. 2. R. to K. R. second (B.) (C.) 

3. K. to a B. sixth sq. 3. R. to K. R. sq. 

4. B. to Q. B. seventh sq. 4. R. to K. Kt sq. 

5. R. to a fifth sq. 5. R. to K. Kt third sq. chg. 

6. B. covers. 6. R. to K. Kt second sq. 

7. R. to K. fifth sq. 7. R. to K. R. second sq, 
a R. to adv. K. sq. ch. 8. K. to Q. R. second sq. 
9. Mates in two moves. 

(A.) 

1. R. to Q. Kt sq. 

2. B. to Q. B. seventh sq. 2. R. to Q. B. sq. 

3. K. to a Kt. sixth sq. 3. R. to K. Kt sq. 

4. R. to Q. fifth sq., and then, playing B. to Q. sixth, wins in a 

few moves. 

(B.) 

2. R. to Q. Kt second. (C.) 

3. K. to Q. B. sixth sq. 3. R. to a Kt sq. 

4. R. to Q. fifth sq. — If he check at Q. B. sq., you cover with B., 

and Mate or win R. next move. — If he return to Q. Kt se- 
cond, you play R. to Q. fourth ; and if, instead, he play R. 
along the last line, you check with R. at Q. R. fifth sq., &c. 

(C.) 

2. R. to Q. R. eighth sq. 
a K. to Q. B. sixth sq. a R. to adv. Q. B. sq. ch. 

4. B. covers. 4. R. to adv. Q. Kt sq. 

5. R. to Q. fourth sq., and then Mates in four moves at most 

THIRD POSITION. 

White.— K. at K. Kt sixth, R. at K. sixth, and B. at K. Kt fifth. 
Black. — K. at K. Kt sq., and Rook at K. B. second. 

This position is taken from Lolli, who says that White cannot 
win, for Black can always prevent him from bringing K. to K. sixth, 
and B. to K. fifth, without which you can never force the game. 
The same position may occur at each angle of the board, and is not, 
therefore, unlikely to be frequently gained, through the incautious 
play of the attacking party. Lolli declines giving the moves, on 
account of the immense space they would occupy. 

fourth position. 

White.— K. at Q. fifth sq., R. at Q. R. sixth, and B. at Q. fi)urth. 
Black.— K. at Q, second, and Rook at K. B. second sq. 
The game is dravnv 
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FIFTH POSITION. 



White.— K. at K. B. fifth sq., R. at Q. R. sixth, and B. at K. B. 

fourth. 
Black. — K. at K. B. second, and Rook at Q. second sq. 
The game is drawn. 

sixth position. 

White.— K. at Q. fifth, R. at K. R. seventh, and B. at Q. fourth. 
Black. — K. at Q. sq., and Rook at Q. eighth. — Drawn game. 

ON STALEMATE. 

Stalemate is generally obtained by the rashness of an adversary, 
who is so eager to give Checkmate, that he overlooks the position of 
your King and pieces, should you have any remaining on the board. 
One example will illustrate this, as well as a hundred. 

White.— K. at K. R. sq., and P. at K. R. third. 

Black.— K. at K. B. fifth, a at O. R. seventh, and P. at K. R. 
fifth. 

Black has the move, and ought to move K. to your K. Kt third 
sq., which would oblige you to play K. to Kt sq., on which he would 
give Checkmate with Q.; eager, however, to confine your K., he 
plays Q. to your K. B. second sq., and the game is drawn, for he 
gives you Stalemate. 

' Many situations arise, in which, by sacrificing a piece, you force 
your adversary to give you Stalemate ; the following position is very 
instructive, though simple. 

White. — K. at K. R. sq., and R. at K. Kt second sq. 
Black. — K. at K. B. sixth, and Q. at K. sixth sq. 

White having the move, draws the game, thus : — 1. R. to Kt. 
third sq. ch. — If he take R. with K., he gives you Stalemate, and if 
he move K., you take his Queen. 

ON PERPETUAL CHECK, &c. 

A perpetual check draws the game, and frequently gets you out 
of difficulty ; observe the following position : — 

White.— K. at K. R. sq., Q. at Q. B. second, B. at K. B. second. 

Pawns at K. Kt second, and K. R. second. 
Black.— K. at K. Kt sq., a at K. B. fifth, R. at K. B, sq., and 

P. at K. Kt third. 

In this situation, Black has the move, and takes B. with Q. ; 
White thpn takes P. chg. ; and his adversary being obliged to move 
to R. sq., White repeats the check at K. R. sixth sq., and draws the 
game, by perpetually checking on these two squares. 
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Sometimes it happens, that each player persists in making the 
game move, which neither are willing to change ; in all such easeS) 
the game must be drawn. 

The game is drawn, should you be left with just sufficient force to 
give Checkmate, but not know how to do it, in the number of moves 
required. For instance, supposing you remain with the Bishop and 
Kt only, your adversary gives you warning that he intends counting 
the moves; and unless you give Mate in fifly moves (on each side), 
the game must be considered as drawn. Otherwise, in contending with 
a very unskilful opponent, he might keep you moving your King 
about for four-and.-twenty hours. 

Another way in which the game is drawn, is, when the parties re- 
jnain with a small equality of force. Let us suppose you have each 
a Rook and a Bishop ; in this case, it is better to give up the game 
as drawn, than to play on for the chance of your antagonist putting 
a piece en prise. Or, suppose you have a Queen against two Rooks, 
it is obvious that unless the game be drawn, it may be played on 
without end. 

The last case in which the game is drawn, is, when neither party 
has sufficient force left to give Checkmate ; as, for instance, when the 
Kings are left alone, or when there is a King and a minor piece 
against the King. 

In concluding this part of my subject, I must remark, that it is 
impossible to particularize every case or combination of the pieces 
which constitute forced, drawn, or won games. As you improve in 
play, you will soon find out how to conquer, should you be left in 
positions that ought to be won, and will know whether you have 
sufficient strength to justify you in holding out for a drawn game, if 
placed in desperate circumstances. I would, again and again, en- 
deavour to impress it upon you, that the spirit, as well as the letter, 
of the rules and situations here laid down, must be applied by genius 
and memory, at the critical point of time. 

CHAPTER XXIV. 
ENDS OF GAMES WITH PAWNS ONLY. 

The art of playing Pawns well, at the end of the game, is one of 
the most difficult branches of Chess; and many otherwise skilful 
players, know very little about the matter. It is most important for 
the student to understand the principles on which the calculations 
respecting Pawns at the close of the game are founded ; as, if tolerably 
acquainted with this part of the science, he feels the less anxiety at 
the different pieces being changed off; and rather courts their re- 
moval, depending on his acquaintance with the science of playing the 
Pawns, for gaining some latent advantage. Nearly every Chess- 
player can understand, that, when the two Kings are opposite, with 
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but one square's distance between them, he is said to have the move, 
yrho has just placed his K. in opposition to his adversary ; but few 
players know how to maintain this opposition, amidst the intricate 
variety of moves consequent upon a difficult position. I shall now 
proceed to explain, practically, the manner in which the Pawns ought 
to be played ; and must request of the beginner, to attend particularly 
to a part of the game, which has been styled by the justly celebrated 
PHILIDOR, as ** the soul of Chess.'' 

FIRST POSITION. 

White.— K. at K. fifth, and P. at K. fourth sq. 
Black. — ^K. at K. second sq. 

White has here gained the opposition, and will Queen the P., if 
Black have the move ; ex. gr. — Black moves. 

1. K. to Q. second sq. 1. K. to K. B. sixth sq. 

2. If he play K. to Q. third, you check with P., and if, instead, he 

move to Q. sq. , you advance K. to B. second. 
K. to K. sq. 2. K. to K. sixth sq. — If you were 

to move the Pawn, he would get the opposition, and draw the 
game, by playing K. to K. B. sq. 

3. K. to a. sq. 3. K. to K. B. second sq. 

4. K. to Q. second sq. 4. P. advances, and wins. 
Now, replace the pieces in the original position, and you will see, 

that if you were to play first, Black could draw the game. You play 
1- K. to Q. fifth sq. 1. K. to Q. second sq. 

. 2. P. advances. 2. K. to K. second sq. — If he 

had played to K. or Q. sq., you would win by opposing your 
King to his ; but your own Pawn now prevents your gaining 
the important opposition. 

3. P. advances. 3. K. to K. sq. 

4. K. to Q. sixth sq. 4. K. opposes K. 

5. If you retreat K. to K. fifth sq., he plays K. to K. second sq^ 
P. checks. 5. K. to K. sq. 

You must either abandon P., or give Stalemate. Study this atten- 
tively, before you examine the remainder of this chapter ; attempt to 
win, by playing the White K. to every square he could go to, and 
find out Black's counter-move in every case. You will observe, 
that if your Pawn were on any square of the file, with the King op- 
posed in a similar manner in the front of it, the result would be the 
same ; and the same principle may be applied to every file but the 
Rook's, of which I shall give an example presently. 

From this example, we may deduce, that if the single K. can get 
before the Pawn, either on the fronting square, or with only one 
square between them, before the Pawn has reached the sixth sq,, he 
will draw the game, wheresoever the adverse K. may be placed ; 
always supposing, that, in such cases, the single K. has not the move. 
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SECOND POSITION. 

White.— K. at K. R. fifth, and P. at K. R. fourth sq. 
Black. — K. at K. R. second sq. 

The K. can always draw against the R. P., if he can get on the 
same file in front of it, at any distance, and wheresoever the adverse 
K. may be. It is of no consequence which plays first, but we will 
suppose Black to move, as by so doing he appears to give up the 
opposition. 

1. K. to Kti second sq. 1. K. to Kt. fifth sq. 

2. K. to R. second sq. 2. P. advances. 

3. K. to Kt. second sq. 3. P. checks. 

4. K. to R. second sq. 4. K. supports P. 

5. K. to Kt sq. ; he might also play to R. sq. 

5. K. to Kt sixth sq. 

6. K. to R. sq. — If you now advance P., you give Stalemate. You 

will observe, that on any of the other files, there would be 
room for his K. to get away on the other side, which would 
allow of your winning by advancing the K. ; but being on the 
R.'s file, he cannot escape. Another peculiarity of the R.'s file 
is, that the R. P. cannot win with a B. unless the B. run on a 
color to command the eighth square. To exemplify this, re- 
place the position, and let White have his K. B. at K. B. 
third ; Black has the move as before, and plays 

1. K. to Kt second sq. 1. K. B. to K. fourth sq. 

2. K. to R. sq. 2. K. to R. sixth sq. 

3. K. to Kt sq. 3. If you check with B., he re- 

turns to R. sq. ; and you are obliged to remove K. or B., to 
avoid giving Stalemate. K. to Kt sixth sq. 

4. K. to R. sq. 4. P. advances. 

5. K. moves. 5. P. advances. 

6. K. to R. sq., and the game is evidently drawn. 

For argument's sake, we might also suppose that you had several 
Pawns behind each other on the R.'s file, with the K. and B., and still 
the game would be drawn, unless your B. commanded the adverse 
comer square, in which case you would win easily. I must add, 
that if Black had his K. Kt P. unmoved, you would win with B. and 
R. P. — examine wherefore. 

THIRD POSITION. 

White. — K. at K. sq., and P. at K. second sq. 
Black. — K. at K. sq. 

The winning or drawing of this position depends entirely on the 
move ; suppose White to move : 

1. K. to Q. second sq. 1. K. to K. second sq. 

2. K. to K. third sq. — In similar positions you should not advance 

the P. before the K. has secured the opposition. 
2. K. to K. third sq. 
K 
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3. K. opposes K. 3. K. to Q. third sq. 

4. If you move P., he draws the game, by playing K. to K. third. 
K. to K. B. fifth sq. 4. If he play K. to Q. fourth, you 

check with P., and on his retreating K. to Q. third, play K. 
to K. B. sixth ; if K. to K. second sq. 

6. If you move P. two sq., he draws the game : you may play 
K. to K. fifth sq. 5. K. to B. second sq. 

6. P. one sq. 6. K. to K. second sq. 

7. P. one sq., and wins, as in the First Position. 

If the P. left, be the Kt. P., there is a slight difference required to 
be observed in the play, which you will readily discover. 

FOURTH POSITION. 

White.— K. at K. B. sixth, and P. at K. fifth sq. 
Black. — K. at K. B. sq. 

In this situation you win, whether you have the move or no. If 
Black have the move, and go to K. sq., you play K. to K. sixth ; if 
you have to move first, you play as follows : 

1. P. advances. 1. K. to K. sq. 

2. P. to K. seventh sq. 2. K. to Q. second sq. 

3. K. to B. seventh sq., and wins. — I dwell the longer on the me- 

thod of manoeuvring with a single Pawn, as you ought to be 
thoroughly acquainted with the mode of gaining and keep* 
ing the opposition with your King. 

fifth position. 

White. — K. atK. R. seventh, P. P. at K. R. sixth, and K. B. sixth. 
Black. — K. at K. B. second sq. 

If White play first. Black draws by maintaining the opposition ; 
but if Black have to move, he must play to K. B. sq., and White then 
wins by going to K. Kt. sixth sq. 

sixth position. 

White.— K. at K. R. sq.. Pawns at a B. fourth, Q. Kt fourth, and 

Q. R. fourth sq. 
Black.— K. at K. R. sq., Pawns at Q. B. third, Q. Kt third, and 

a R. third. 

Black has the move, and ought to draw the game, either by moving 
K. to Kt second, or by advancing Q. Kt P. one sq. — Not seeing this, 
he plays 
1. Q. R. P. one sq. 1. Q. B. P. one sq., and you win; 

observing, that if he had originally played Q. B. P. one sq., 
you would now win by moving Q. R. P. 
Having well examined this, replace the position, and you will see, 
that if White had the first move, you would win, playing thus ; 
1. a Kt P. advances. 1. a R. P. takes P. 
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2. Q. B. P. one sq., and wins ; observing, that if he take P. with 
Q. 6. P., you advance Q. R. P., winning in either case. — 
Study the conclusion of this situation, with the attention it 
so well deserves. 

SEVENTH POSITION. 

White.— K. at K. B. second, P. P. at K. B. third, and K. R. se- 
cond squares. 
Black. — K. at K. B. fifth, and P. at Q. R. second sq. 

The winning or drawing of this situation, depends on the first 
move. If Black have to play, he may push on Q. R. P. ; you are 
compelled to stop it with your K., and the game is drawn. If, on the 
other hand, White have originally the move, you play — 

1. K. R. P. two sq. 1. a R. P. two sq. 

2. K. to K. second sq. 2. P. to R. fifth sq. 

3. K. to Q. second sq., and wins easily, for your K. stops his P., 

while he can never take your B. P. with his K., as you would, 
in that case, Queen the other P. 

eighth position. 

The Rook's Pawn, or Knight's Pawn, unmoved, with its K. near 
enough, draws invariably against the Rook's and Knight's P.P. opposed 
to it, provided the two Pawns have reached their fifth squares. 

White.— K. at K. B. fifth. Pawns at K. Kt fifth, and K. R. fifth 

squares. 
Black. — K. at K. Kt second, and P. at K. R. second sq. 

Black never moves the P. until obliged, but continues moving his 
K. on these three squares — R., Kt, and Kt second. If the single P. 
stood at K. Kt. second, the result would be the same, if Black perse- 
vere in not pushing the P. till forced, and play K. to B. second, B. 
sq., and Kt sq., alternately. Any other single P., cannot draw against 
two supporting each other, except in a few peculiar cases. 

NINTH position. 

White. — K. at K. B. second, Pawns at K. R. second, and K. Kt. 
second squares. 

Black. — K. at K. B. fourth sq., K. R. P. unmoved. 

In the first edition of this work (p. 60), I have laid it down as a 
general rule, that these two Pawns unmoved, invariably win against 
a single Pawn opposed to them on either the Kt or R. file. In this 
I followed the assertions of every previous writer without exception, 
but it would appear that the King, with the single P., can frequently 
draw against the two Pawns, in the very positions that have been 
always given as won. Whether White can, or cannot, play better at 
the {b-st or second move, is a question for future discussion. 

k2 
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1. K. to Kt third sq. — The authorities say that the move here is of 

no consequence, and give this and White's next move, as the 
two hest that you can play. 

1. K. to Kt fourth sq. 

2. K. R. P. checks. 2. The move hitherto given as 

the hest for Black, is K. to R. fourth, and in that case White 
wins as follows : 

3. K. to R. third sq. 3. K. to Kt. third sq. 

4. K. to Kt. fourth sq. (best). 4. K. to R. third sq. 

5. K. R. P. advances. 6. K. moves. 

6. K. to Kt fifth sq. 6. If he check with P., you play^ 

K. to B. fifth sq. 
K. to K. Kt sq. 

7. K. attacks P. 7« K. to comer. 

8. K. Kt P. two sq. — If his K. were at K. Kt sq., you would move 

this P. only one sq. 

8. K. moves. 

9. Kt P. on. 9. K. to comer. 

10. Kt P. on, and wins ; for if he take P., you retake with P., which 
you then advance another step, and if he play instead, K. to 
Kt sq., you move K. Kt. P. to Kt seventh. 
I now proceed to show that Black could draw the game after your 

second move ; we will recapitulate the moves ; 

1. K. to Kt third sq. 1. K. to Kt fourth sq. 

2. P. checks. 2. K. to K, B, fourth sq. (best). 

3. If you advance R. P., he attacks it with K. — If you move K. to 

K. B. second, or K. R. second. Black attacks R. P. ; you 
must defend it with Kt P., and the position will come to the 
same result as that given below. — You have two other moves, 
and 

IN THE FIRST PLACE. 

K. to K. B. third sq. 3. K. R. P. two sq. 

4. K. Kt P. one sq. 4. K. to K. fourth sq. 

5. K. to K. third sq. 5. K. to K. B. fourth sq. 

The game is drawn, for you cannot abandon Kt P. 

IN THE SECOND PLACE. 

3. K. to R. third sq. 3. K. R. P. two sq. 

4. If you now advance K. Kt P. one sq., he may play K. to K. 

fourth, and will find no difficulty in drawing with careful 
play. — If you move K. to R. second, he attacks K. R. P., and 
lastly, if 
K. to Kt. third sq. 4. K. to K. fourth sq. 

5. K. to K. R. second sq. 5. K. to K. B. fifth sq. 

6. If you check with P., he may go on K. fourth. 
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K. to K. R. third 9q. 6. K. to 6. fourth sq. 

7. Whether you push up P., or play K. to Kt third, Black may 
still go to K. fourth, and can always draw the game. 

TENTH POSITION. 

White.— K. at a fourth, and P. at K. Kt fifth sq. 
Black.— K. at Q. B. third, Pawns at K. Kt third, and K. R. fourth 
squares. 

At first view, it appears as if gaining the opposition would, in this 
case, very little avail White, but yet it is so material, that, with the 
move, you may draw the game. If Black were to play first, he 
would move K. to Q. third, and you would be obliged to abandon 
your P., which he would take, and win easily. 

White has the move, and plays 

1. K. to K. fourth. — You cannot take the opposition by moving K. 

to Q. B. fourth, as Black might, in that case. Queen the R. P. ; 
you therefore oppose him diagonally, for with only one square 
between you, the move is still as much your's, as in the more 
simple method of taking up the opposition. Observe, that if 
he ever advance R. P., you go after it, and having taken it 
with K., draw the game against the other P., even though he 
may win your P. 

1. K. to Q. B. fourth sq. 

2. K. to K. fifth sq. 2. If Black play to the a B. 

squares on your half of the board, you must always confront 
him on the K. file. K. to Q. Kt fourth sq. 

3. K. to Q. fifth sq. 3. If he advance on your Kt file, 

you must confront him on Q. file ; but, if 

K. to Q. R. fourth sq. 

4. K. to K. fifth sq. — Few players are aware, that the opposition is 

as effectually maintained, by keeping three or five squares 
between the Kings, as one ; it may assist the young player to 
remark also, that in simple cases of opposition, the K. keeps 
on squares of the same color as those on which the adverse K. 
moves. If Black now advance on your R. file, you oppose 
him on your K. file, observing to keep on the same line. 
4. K. to a R. third sq 
6. I have now shown you how to play, in case he move upon any 
square on your half of the board. — We will suppose him to 
retrograde, with a view of out-generalling you and gaining the 
move, which would cost you the game. 
K. to K. fourth sq. 5. K. to Q. R. second sq. 

6. To make the mode of keeping the opposition more intelligible, I 

make him take each square regularly. 
K. to K. fifth sq. 6. K. to Q. R. sq. 

7. K. to K. fourth sq. — Observe, that if you had now played to Q. 

fifth sq., he would win by moving to Kt second sq. 
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7. K. to a Kt sq. 

8. K. to Q. fourth sq. 8. K. to Kt. second sq. 

9. K. taQ. fifth sq. 9. K. to Q. Kt third sq. 

10. K. to Q. fourth sq. 10. K. to Q. B. second sq. 

11. K. to K. fifth sq. 11. K. to a 6. sq. 

12. K. to K. fourth sq. 12. K. to Q sq. 

13. K. to Q. fourth sq. 13. K. to Q. second sq. 

14. K. to a fifth sq. 14. K. to K. second sq. 

15. K. to K. fifth sq. 15. K. to K. B. second sq.— If 

he play K. to K. sq., you move to K. fourth. 

16. K. to a fifth sq. 16. K. to B. sq. 

17. K. to a fourth sq. 17- K. to Kt. sq. 

18. K. to K. fourth sq. 18. K. to R. sq. 

19. K. to B. fourth sq. 19. K. to R. second sq. 

20. K. to B. third sq. 20. K. to Kt second sq. 

21. K. to K. third sq. 21. K. to B. second sq. 

22. K. to B. third sq. — You might also play to Q^ fourUi, but it is 

better to move on the same file when possible. 
22. K. to K. B. sq. 

23. K. {o B. fourth, keeping the magical three squares between you, 

and drawing the game, play as he will. 
If the two Pawns were further advanced, they would win, even if 
you had the move ; if they were further back, you would draw, with 
the advantage of the move. 

ELEVENTH POSITION. 

White.— K. at K. B. sq., Pawns at K. R. second, a B. fifth, O. 

Kt. fifth, and a R. fifth squares. 
Black. — K. at Q. fourth. Pawns at K. B. seventh, K. sixth, K. Kt 

fourth, K. Kt. fifth, Q. Kt second, and Q. R. second squares. 

White to move, and draw the game. 

1. Q. B. P. advances. 1. K. to a third sq. (best). 

2. P. takes P. — If you advance Q. Kt P. you lose. 

2. K. to Q. B. second sq. 

3. Q. R. P. one sq., and the game is evidently drawn. 

Replace the pieces, and you will see that if he take your Q. B. P. 
with P., you win the game. 

1. Q. B.P. advances. 1. P. takes P. 

2. a Kt P. advances. 2. a R. P. takes P. 

3. Q. R. P. advances. 3. If Black now play K. to K. 

fifth, you must move K. to K. second, and will win. — There- 
fore K. to Q. fifth sq. 

4. You now advance the P. to Q., and will win the game, but it is 

worthy of observation, that if you were now to play K. to K. 
second, which would at first sight appear to be correct, you 
would do wrong ; ex. gr. 
K. to K. second sq. 4. K. to Q,. B. sixth sq. 
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5. P. to Q. R. seventh sq. 5. P. becomes Q. ch. 

6. K. takes Q. 6. K. to Q, seventh sq. 

7. P. Queens. 7* P» checks. 

8. K. to Kt second sq. 8. P. Queens. 

I prefer your enemy's game. 

TWELFTH POSITION. 

White. — K. at Q. B. second, and P. at K. fourth sq. 
Black. — K. at Q. Kt second. Pawns at K. fourth, and K. B. third 
squares. 

In this apparently hopeless situation. White may, by scientific 
play, draw the game, with the advantage of the move. It will be 
seen, such is the extreme delicacy with which the K. must be 
played, that you have hardly ever a choice of squares ; indeed, I have 
never met with a position in which the principle required to be con- 
stantly kept in view, for maintaining the opposition, is so finely 
developed. 

We will suppose, in the first instance, that Black has the move, 
which gives him the opposition and the game. 

BLACK. WHITE. 

1. K. to Q. B. third sq. I. K. to Q. Kt. second.— If you 

play to any other square, you will find that he can come round 
on the Q. side, and win your P. 

2. K. to a third sq. 2. K. to a B. second sq. (A.) 

3. K. to K. third sq. 3. K. to Q. second sq. 

4. K. to K. B. second sq. 4. K. to K. second sq. 
6. K. to Kt third sq. 5. K. to B. third sq. 
6. K. to K. R. fourth sq., and wins the P. 

(A.) 

2. K. to Q. Kt third sq. 

3. K. to K. third sq. 3. K. to a B. third sq. 

4. Black may either move the K. round, or 

P. advances. 4 P. takes P. chg. 

5. K. takes P. 5. K. to Q. second sq. 

6. K. to K. B. fifth sq., and must win. 

Now replace the pieces, and White, having the move, plays 

1. K. to Q. Kt third sq. 1. K. to Q. Kt sq.— If he go on 

the Rook's file, you attack his Pawns. 

2. K. to Q. Kt second sq. 2. K. to Kt second sq. 

3. K. to Q. Kt third sq. 3. If he move to Kt third sq., 

you play to Kt. second ; and if 
K. to a B. sq. 

4. K. to Q. B. second sq. 4. K. to Q. B. second sq. 

5. K. to Q. B. third sq. 5. K. to Q. B. third sq. 

6. K. to Q. B. second sq. 6. If he play to Kt fourth, you 

move to Kt third ; and if he go to Q. B. fourth, you play to 
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K. to a third sq. 


7. 


K. to Q. second sq. 


8. 


K. to a sq. 


9. 


K. to K. sq. 


10. 


K. to K. second sq. 


U. 


K. to K. third sq. 
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a B. third. 

7. K. to Q. second sq. 

8. K. to a third sq. 

9. K. to Q. second sq. 

10. K. to K. second sq. 

11. K. to K. third sq. 

12. K. to K. second sq. 12. If he advance P., you take, 

and on his retaking, play to K. B. third ; if, instead of re- 
taking, he move K. to B. third, you play to K. third, 
K. to K. B. second sq. 

13. K. to B. third sq. 13. K. to B. sq. 

14. K. to B. second sq. 14. K. to Kt. sq. 

15. K. to Kt second sq. 15. K. to Kt second sq. 

16. K. to Kt third sq. 16. K. to Kt third sq. 

17. K. to Kt fourth sq. I7. K. to R. third sq. 

18. K. to R. fourth sq. 18. K. to R. second sq. 

19. K. to R. third sq. 19. K. to R. sq. 

20. K. to R. second sq.— The game is drawn. 

THIRTEENTH POSITION. 

White.— K. at a Kt second, Pawns at K. R. third, K. Kt fourth^ 

and Q. fifth sq. 
Black.— K. at K. B. second, Pawns at K. Kt fourth, K. B. third, 

and Q. third sq. 

This position recently occurred to me, and Black, having the 
move, played thus, as his best : 

1. K. B. P. advances. 1. If White take P. with P., he 

moves K. to B. third, and wins easily. White played there- 
fore : K. to a. B. third sq. 

2. K. to K. B. third sq. 2. K. to Q,. fourth sq. 

3. If Black move K. about, you may do the same ; and if 
K. B. P. advances. 3. K. to K. fourth sq. 

4. If he now move K. to Kt third, you may either push K. R. P., 

or move K. 

K. B. P. another sq. 4. K. takes K. B. P. 

5. K. to K. fourth. 5. K. to Kt third, (best). 

6. K. takes P. 6. K. R. P. advances and draws. 

fourteenth position. 

White.— K. at K. B. second, and P. at K. Kt third sq. 
Black.— K. at K. fifth. Pawns at K. Kt fifth, and K. B. sixth sq. 

This Position is given as drawn, both by Lolli and Cozio ; but 
may, in reality, be easily won by Black, through sacrificing one of 
his Pawns, whichever has the move. Many ends of games with 
Pawns only, may be won through thus giving a Pawn, at the proper 
time. If Black have the first move, he may now go to Q,. sixth, and 
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then advance K. B. P., having gained the move. Supposingi again, 
that White move first, you play : 

1. K. to K. B. sq. 1. K. B. P. advances. 

2. K. takes K. B. P. 2. K. to a sixth, and having 

gained the move (as you will find upon examination), has no 
difficulty in winning. 

FIFTEENTH POSITION. 

White.— K. at a B. sq., K. B. P., K. Kt P., and K. R. P., ad- 
vanced one sq. each. 

Black.— K. at K. B. fourth, Pawns at K. R. fourth, and K. Kt 
fourth squares. 

If White have to play first, he advances K. to the support of his 

Pawns, and ought to win ; but if Black have the move originally, he 
draws thus : 

1. K. R. P. advances. I. Kt. P. takes P. 

2. P. takes P. 2. K. to Q.' second sq. 

3. K. attacks P. 3. K. defends P. 

4. K. to Kt sixth sq. 4. K. to K. third sq. 
6. K. takes R. P. 5. K. to B. second sq. 

6. K. to R. seventh sq. 6. K. B. P. moves. 

7. K. R. P. moves. 7« K. B. P. moves. 

8. K. to corner. 8. K. B. P. moves. 

9. K. R. P. moves, and has gained Stalemate, unless White allow 

him to Queen. 

sixteenth position. 

White.— K. at K. R. fourth. Pawns at K. R. third, K. Kt se- 
cond, and K. B. third sq. 

Black.— K. at K. B. fifth, K. R. P., and K. Kt P., unmoved ; K. 
B. P. advanced one sq. 

Black has the move, and can force Checkmate thus : 

BLACK. WHITE. 

1. K. Kt P. one sq. 1. K. Kt P. checks.— If you 

push this P. two sq., he moves K. R. P. one sq., and Mates 
next move. 

2. K. takes K. B. P. 2. Kt P. advances. 

3. K. R. P. one sq., and Mates next move. — This position is highly 

curious ; it is by Ponziani. 

SEVENTEENTH POSITION. 

WHITE.— K. at Q. fifth, a R. P., Q. Kt P., and a B. P. un- 
moved ; K. P. advanced one sq. 

Black K. at K. second. Pawns at Q. third, Q. B. fourth, Q. Kt. 

fifth, and a R. fifth. 

Whoever may have the move, White wins with proper care. — 
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Observe, that if you were, inadvertently, to move Q. B. P. one sq., 
you would lose, by your enemy pushing Q. R. P. — Your proper p]ay 
is as follows: 

1. K. P. advances. 1. K. to Q. second sq. 

2. Q. B. P. two sq. 2. P. takes P. en passant (A.) 
a P. takes P. 3. K. to a B. second sq. 

4 Q. R. P. advances. 4. K. to Q. second sq. 

5. K. P. advances. 5. P. takes P. 

6. K. takes K. P. 6. K. supports P. 

7. Q. B. P. advances. 7* K. to Q. B. second sq. 
a K. attacks P. a K. supports P. 

9, K. to Q. sixth sq., winning Pawn and game. 

(A.) 

2. K. to Q. B. second sq. 

3. K. P. advances. 3. P. takes P. 

4. K. takes P. 4. K. to B. third sq. 

5. K. to K. sixth sq. 5. K. to Q. B. second sq. 

6. K. attacks P. 6. K. supports P. 

7. K. to Q. sixth sq. 7' If he move either Pawn, you 

do not take, but push the P., which is en prise. If he move 
K., you take P., and, of course, win the game. 

EIGHTEENTH POSITION. 

White. — K. at K. B. eighth sq., Pawns at K. R. fourth, and K. 

Kt fifth sq. 
Black.— K. at K. R. sq.. Pawns at K. R. second, and K. Kt 

third sq. 

Here, on account of the confined situation of Black's K., he must 
lose. If White move first, you play K. to K. B. seventh, compelling 
Black to push K. R. P. — If Black begin, and advance K. R. P. two 
sq., you capture his Pawns with K., and if, instead, he play K. R. P. 
only one sq., you may either attack P. with K., or advance K. R. P. 
also one sq., which is perhaps the neater move of the two. 

nineteenth position. 

White.— K. at K. third, Pawns at K. Kt third, a fourth, Q. B. 

fifth, Q. Kt fourth, and Q. R. fourth sq. 
Black. — K. at K. B. fourth, Pawns at K. Kt fourth, Q. fourth, 

a B. third, a Kt third, and a R. P. unmoved. 
Black, having here to move, pushed Q. Kt. P., on which White 
plays thus : 

1. P. takes P. (A.) 1. P. takes P. 

2. K. to K. B. third, (best) (B.) 2. Pawn checks. 

a K. to K. third sq. 3. Q. R. P. one sq. 

4. K. to Q. third sq. — You must not advance Q. B. P. 
4. K. to K. third sq. 
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5. K. to K. third sq. 5. K. to K. B. fourth sq. 

White persists in the same move, and draws the game. 

(A.) 

1. Q. R. P. advances, (bad). 1. K. attacks P. 

2. K. defends K. Kt P. 2. K. to K. R. sixth sq. 
a K. to B. third sq. 3. Pawn checks. 

4. K. to K. B. second sq. 4. Q. R. P. advances, and wins. 

(B.) 

2. Q. B. P. advances, (bad). 2. K. to K. third sq. 

3. Q. B. P. advances. 3. K. to Q. second sq. 

4. K. to K. B. third sq. 4. King takes P. 

5. K. attacks P. 5. Q. R. P. two sq., and wins. 

TWENTIETH POSITION. 

White.— K. at a R. fifth sq., Q. R. P., and Q. Kt P., unmoved. 
Black.— K. at K. R. fourth sq., K. R. P., and K. B. P., unmoved. 

When you are hurrying with a Pawn to Queen, and you find that 
your adversary can also make a Queen, look carefully at the moves 
that may be played after both shall have Queened. In the present 
case, the bad player, having the move and the White pieces, would 
be probably satisfied (seeing that both parties must Queen), to draw 
the game ,* the good player would look forward through the proper 
number of moves, and find that if White move first, he can force the 
game ; ex. gr. — White moves — 

1. a Kt p. two sq. 1. K. B. P. two sq. 

2. Q. Kt P. moves. 2. K. B. P. moves. 

3. Q. Kt. P. moves. 3. K. B. P. moves. 

4. Q. Kt P. moves. 4. K. B. P. moves. 

5. Pawn Queens. 5. Pawn Queens. 

6. Q. to Q. Kt. fifth chg. 6. Q. must take Q. ch. 

7. K. takes a 7- K. to Kt fifth sq. 

8. Q. R. P. advances to Queen, just in time to win. 



CHAPTER XXV. 
ENDS OF GAMES WITH BOTH PIECES AND PAWNS. 

The first point to which I shall call your attention under this head, 
is one of great consequence to be well acquainted with, as the know- 
ledge of it will enable you to draw a game occasionally, which you 
would otherwise abandon in despair. 

A Pawn at its seventh square, supported by K., may draw the 
game against K. and Q., on the Bishop's and Rook's files, provided 
the adverse K. be at a certain distance ; but, on either of the other 
files, however distant the adv. K. be, the P. invariably loses. 
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FIRST POSITION. 

White— K. at K. R. fifth, and a at K. fourth sq. 
Black. — K. at Q. seventh sq., and P. at K. seventh sq. 

This, and the following example, will also show you the method <^ 
winning, on either of those files, on which, as 1 have said, the Q. 
wins. You force the K., hy repeated checks, to go in front of his P., 
and each time that he is compelled so to do, you employ the move 
gained, in bringing up your K., until he is near enough to assist in 
winning the P., or giving Checkmate. 

1. Q. to Q. fourth sq. ch. 1. K. to adv. Q. B. sq. 

2. Q. to K. third sq. ch. 2. K. to adv. Q. sq. 

3. Q. to Q. third sq. ch. 3. K. to adv. K. sq. 

4. K. to K. Kt fourth sq. 4. K. to adv. K. B. sq. (A.) 

5. K. to K. B. third sq. 5. K. to adv. Kt sq. 

6. Q. takes P., and Checkmates next move. 

(A.) 

4. K. to K. B. seventh sq. 

5. Q. to K. Kt. third sq. ch. 5. K. to adv. B. sq. 

6. K. to K. B. third sq. 6. Pawn Queens. 
7' Q,' gives Checkmate. 

SECOND position. 

White.— K. at Q. Kt fourth, and Q. at K. B. second sq. 
Black. — K. at adv. K. R. sq., and P. at K. Kt seventh sq. 

White, having the move, plays 

1. Q. to R. fourth sq. ch. 1. K. to adv. Kt sq. 

2. K. to a B. third sq. 2. K. to adv. K. B. sq. 

3. Q. to K. B. fourth sq. ch. 3. K. to adv« K. second sq. 

4. Q. to K. Kt third sq. 4. K. supports P. 

5. Q. to B. third sq. ch. 5. K. to adv. Kt sq. 

6. K. to Q. third sq. 6. K. to adv. R. sq. 

7. Q. to K. R. third sq. ch. 7- King moves. 

8. K. to K. third sq. 8. K. to adv. B. sq. 

9. K. to K. B. third sq., winning Pawn and game. 

third position. 

White. — K. at Q. Kt fourth, and Q. at K. second sq. 
Black. — K. at adv. K. Kt sq., and P. at K. B. seventh sq. 

Black will now be able to draw the game, through the Pavm*s 
being on the Bishop's file. If you begin by playing 

1. Q. to K. Kt. fourth sq. ch. 1. K. to R. seventh sq. 

2. Q. to K. B. third sq. 2. K. to adv. Kt sq. 

3. Q. to K. Kt. third sq. chg. 3. K. to adv. R. sq. 

If you take the P., you give Stalemate ; if you check, the same 
moves recur j the game must therefore be drawn, for you can never 
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gain moves by compelling him to play in front of the Pawn, as he 
may always leave it en prise of your Q. 

FOURTH POSITION. 

White. — K. at Q. Kt. fourth, and Q, at K. R. third sq. 
Black. — K. at adv. K. Kt. sq., and P. at K. R. seventh sq. 

White to move. 

1. Q. to K. Kt., third sq. chg. 1. K. to adv. R. sq. 

2. The game must be drawn ; for if you move K., you give Stale- 

mate, and if you remove the Q. from the Kt.'s file, he plays K. 

away, and you are immediately forced to check again, to 

prevent his Queening the Pawn. 
In some few situations, however, you may win against the P., on 
either the Bishop's or Rook's files ; but it depends entirely on the. 
position of your King ; ex. gr. 

FIFTH POSITION. 

White.— K. at K. R. fifth, and Q. at Q. second sq. 
Black. — K. at K. Kt seventh, and P. at K. B. seventh sq. 

White, having the move, plays 

1. K. to K. Kt. fourth sq. 1. If he move to B. sq., you play 

K. to B. third ; if he play to R. sq., you may advance K. to 
Kt third ; and if K. to adv. Kt sq. 

2. K. to K. B. third'sq. 2. P. Queens, chg. 

3. K. to Kt third, giving Mate immediately. 

SIXTH position. 

White.— K. at K. R. fifth, and Q. at K. Kt. fifth sq. 
Black. — K. at adv. K. R. sq.» and P. at K. R. seventh sq. 

White moves, and wins thus : 

1. Q. to Q. second sq. I. King moves. 

2. K. to K. Kt fourth sq. 2. Pawn Queens. 

3. K. to Kt third sq., winning, as in the last example. 

seventh position. 

White.— K. at Q. R. fourth, and P. at Q. seventh sq. 
Black. — K. at adv. Q. Kt sq., and P. at Q. B. sixth sq. 

This situation actually occurred ; White played 

1. K. to Q. Kt third sq. 1. P. advances. 

2. P. Queens. 2. P. also Queens. 

3. Q. to Q. third sq. ch. 3. K. to adv. R. sq. 

4. Q. to Q».R. sixth sq. ch. 4. K. to adv. Kt sq. 

5. Queen gives Checkmate. 
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EIGHTH POSITION. 

White.— K. at K. Kt sq., Pawns at K. R. fifth, K. Kt fifth, and 

K. B. fifth sq. 
Black. — K. at adv. Q. sq., and R. at K. Kt. sq. 

Three united Pawns win against the Rook, or a minor piece, 
provided they can reach their fifth squares, without being attacked, 
or, provided they have still the move, if one be attacked ; in stating 
this, I suppose the Kings not to be able to enter into the contest 
White now, having the move, easily wins by advancing the attacked 
Pawn, but you will find, that if your King were on the Rook's 
square, instead of the Kt.'s, Black would win the game. 

Two united Pawns, win against the Rook, or a minor piece (sup- 
posing, as before, that the Kings are too far distant to be brought 
into action), if they can reach their sixth squares without being at- 
tacked, whether they have the move or no ; or if, supposing one of 
them to be attacked, they have the move. 

ninth position. 
White.— K. at a Kt third, Kt at Q. second, K. B. at a B. 

sixth, Pawns at K. Kt fourth, K. B. third, and Q. Kt 

fifth squares. 
Black.— K. at K. B. third. Bishops at K. R. second, and Q. B. 

fourth, Pawns at K. Kt fourth, K. B. fifth, K. fourth, Q. 

third, and Q. Kt third sq. 

In this position, Black ought to win with careful play. White has 
the move and checks with Kt, in order to tempt Black to exchange. 
The latter takes Kt with B., thinking that with the advantage of 
two Pawns, the more pieces he can get oflf the better. White then 
retakes B. with B., and the game is drawn ; whereas, if Black had a 
Bishop running on the same diagonals as your's, he would easily 
win. — Recollect this, and you may frequently draw a desperate 
game, by contriving to remain with a Bishop, which runs on the 
reverse color to that of your adversary, and cannot therefore be ex- 
changed, or forced from its position, by the adv. B. 

tenth position. 

White.— K. at a R. sixth, a B. at K. Kt sq., Pawns at Q. R. 

seventh, and Q. Kt. sixth sq. 
Black. — K. at Q^ R. sq.. Rook at K. Kt. second, Pawns at K. Kt 

seventh, K. B. sixth, K. fifth, Q. fourth, and Q. B. third sq. 

The game is drawn, whosoever plays first If White have the 
move, he persists in moving B. upon the long diagonal, any square 
of which he may rest on. If Black play first, he can only play the 
Rook along the line he now stands on. — I leave you to find out why 
he cannot advance one of the Pawns to C^ueen. 
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ELEVENTH POSITION. 

White. — K. at Q. R. fourth, Rook at K. Kt seventh, Pawns at 

K. 6. seventh, and K. R. third sq. 
Black.— K. at K. fifth, Rook at K. B. eighth sq., and Q. R. P. 

unmoved. 

I give this position (which recently occurred to me), to show the 
value of the first move. If White have the move, he wins ; but if 
Black move first, he draws. — White plays 

1. K. R. P. one sq. 1. K. to K. fourth sq. 

2. K. R. P. advances. 2. K. to K. third sq. 

3. R. P. to K. R. sixth sq. 3. R. takes K. B. P. 

4. R, P. to K. R. seventh sq., and must win. 

Now replace the situation, and give Black the move. 

1. K. to K. fourth sq. 1. K. R. P. advances. 

2. K. to K. third sq. 2. K. R. P. advances. 

3. R. takes K. B. P., and draws the game. 

TWELFTH POSITION. 

White.— K. at K. R. second, Kt. at K. B. third. Pawns at Q. B. 

third, K. Kt. second, K. R. third, and Q. Kt. second sq. 
Black. — K. at Q. B. second, Kt. at Q. Kt. fourth. Pawns at K. R. 

fifth, K. Kt. fourth, Q. Kt. second, and Q. R. fifth sq. 

In this situation, White had the move, and took K. Kt P. with 
Kt., upon which Black skilfully forced the game thus : 

1. Kt takes Q. B. P. 

first defence. 

1. P. takes Kt.— The check of 
the Knight is evidently worthless. 

2. Q. R. P. advances. 2. Kt. checks. 

3. K. to a third sq. 3. Kt. to a fourth sq. 

4. Q. R. P. advances. 4. Kt. to Q. B. second sq. 
6. K. to a B. fourth sq. 6. K. Kt P. moves. 

6. P. takes P. ch. 6. K. takes P. 

7. K. to a B. fifth sq. 7- K. R. P. one sq, 

8. K. takes P. 8. Kt to a R. sq. 

9. K. to Q. Kt seventh sq. 9. K. R. P. advances. 

10. K. takes Kt 10. P. to K. R. sixth sq. 

11. K. to adv. Kt. sq. 11. P. advances. 

12. Pawn becomes Queen, and wins. 

SECOND defence. 

1. Kt to K. B. third sq. 

2. Kt to adv. a sq. 2. Kt takes P. 

3. Kt. takes P. 3. Kt to K. B. third sq. 

4. P. to a R. sixth sq. 4. Kt to a fourth sq. 

5. P. to Q. R. seventli sq. 5. Kt to Q. Kt third sq. 
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6. Kt. to Q. sixth sq. 6. K. Kt P. two sq. 

7. Kt to adv. a B. sq. 7- Kt to a R. sq. 

8. Q. Kt P. two sq. 8. K. Kt P. moves. 

9. K. to Q. second sq. 9, K. to Kt third sq. 

10. K. to K. second sq. 10. K. to Kt fourth sq. 

11. K. to K. 6. second sq. 11. K. R. P. one sq. 

12. Q. Kt P. advances, and wins. 

THIRTEENTH POSITION. 

White. — K. at Q. third, Kt at K. second, Pawns at K. R. second, 
K. Kt third, K. 6. fourth, a Kt fourth, and a R. fifth sq. 

Black. — K. at K. B. sixth, Kt at Q. Kt fourth. Pawns at K. R. 
fifth, K. Kt fifth, K. B. fourth, and Q. R. third sq. 

From the actual manner in which this was played, the learner 
ought to derive considerable instruction. Black had the move. 

1. K. R. P. one sq. 

2. Kt to Q. fourth sq. ch. 2. Black ought now to move K. 

to K. Kt. seventh, and if you then took Kt with Kt, he 
should not retake Kt, but would win by taking K. R. P. 
Not seeing this — Kt takes Kt 

3. K. takes Kt 3. K. to K. Kt seventh sq. 

4. If you immediately advance the Q. Kt. P., he would take 

K. R. P., and draw the game, each party making a Queen. 
K. to K. third sq. (best). 4. K. takes P. 

5. K. to K. 6. second sq. 5. K. to R. eighth sq. 

6. Q. Kt P. one sq., winning without difficulty. 

FOURTEENTH POSITION. 

White.— K. at a. Kt fifth. Rook at adv. a B. sq., and P. at 

a R. fifth. 
Black.— K. at K. R. fourth, R. at K. Kt. fourth, and Pawns at 

K. Kt fifth, and K. B. fourth sq. 

This, and the next four positions, are taken from the very scarce 
and excellent work on the Elements of Chess, by Zuylen Von 
NiEVELD *. Similar endings occur daily, and although the finished 
player may consider them too simple and obvious to be worthy of 
notice, the beginner is advised to study them attentively. 

In this position. White, having the move, wins. 

1. R. checks. 1. K. moves. 

2. R. checks. 2. K. moves. 

3. R. takes R. 3. K. takes R. 

4. P. advances. 4. K. Kt. P. on. 

5. P. to R. seventh sq. 5. P. to Kt seventh sq. 

6. Pawn Queens, and stops Black's Pawn. 

♦ La 8uperiorit6 au jeu des Echecs, mise h la port6e de tout le Monde, &c. 
CampeUf 1792. 8vo. 
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FIFTEENTH POSITION. 

White.— K. at K. B. fourth, Kt. at K. fifth, Pawns at K. B. fifth, 

and Q. Kt. fourth sq. 
Black.— K. at K. B. third, B. at O. Kt third, Q. R. P., and Q. 

B. P., unmoved. 

White to play, wins the game thus : 

1. Kt. to Q. seventh sq. ch. 1. K> to K. second sq. 

2. Kt takes B. 2. Either P. takes Kt 

3. Q. Kt P. one sq., stopping the two Pawns, and play as he will, 

you must win the game. 
In similar endings, the young player is requested to observe, that 
his plan is to leave the K. B. P. to be taken, while he goes with his 
King and takes the two Pawns. 

sixteenth position. 

White. — K. at K. R. second, Kt at Q. B. fourth. Pawns at K. 

Kt second, Q. R. fifth, Q. Kt sixth, Q. B. seventh, and Q. 

sixth sq. 
Black.— K. at Q. B. sq.. Rook at Q. Kt fifth. Pawns at Q. R. 

third, a Kt second, a B. third, K. B. second, K. Kt fifth, 

and K. R. fourth sq. 

White wins by a scientific move. 

1. P. checks. 1. K. takes P. 

2. Kt to Q sixth sq., and then Queens P. ; observing that if Black 

advance P. chg., you do not take P. with K., but play K. to 
R. third sq. 

SEVENTEENTH POSITION. 

White.— K. at K. Kt third, Kt at K. B. second, Q. P., and 

Q. R. P., unmoved. 
Black.— K. at K. Kt eighth, Pawns at K. R. seventh, Q. Kt. 

second, and Q. B. second sq. 
Black threatens to call a Queen, but White has the move, and 
skilfully plays 

1. Kt to K. R. sq. I. If Black do not take Kt, you 

will easily find out how to win ; therefore 
K. takes Kt 

2. K. to K. B. second. — Black's King is now completely locked up, 

and he must advance his Pawns. If he play Q. B. P. two 
sq., you move Q. R. P. two sq., and if he then advance Q. 
B. P., you advance Q. R. P. another square. — If, again, he 
begin by moving Q. B. P. one sq., you may play Q. B. P. 
two sq., being cautious not to give Stalemate. Many varia- 
tions spring out of this, and I recommend you to write them 
all out In every case, your Pawns will stop his, and win. 
L 
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EIGHTEENTH POSITION. 

White.— K. at adv. K. sq., a at a B. fifth, Q, Kt P., a B. P., 

and K. B. P., unmoved, K. R. P. at its sixth. 
Black.— K. at K. R. sq., a at K. B. third, a R. P., Q. Kt. P., 

and K. R* P., unmoved, and K. B. P. at its sixth square. 

White forces the game thus ; 

1. Q. checks. 1. Q. must take Q. ch. 

2. K. takes Q, — Black is now locked up, as in the last position, 

and play as he may, your Pawns will stop his. Study this 
method of stopping Pawns carefully, and make yourself tho- 
roughly master of the principle on which it is effected. In 
the present case, if Black advance Q. Kt. P. two sq., you play 
the same move, but if he push it only one sq., you may ad- 
vance Q, B. P. two squares. 

CHAPTER XXVI. 
FIFTY NEW CHESS PROBLEMS. 

In making the following selection of Problems, or Ends of Games, 
which may be won or drawn by scientific play, I have taken care to 
give none that have ever before been published in this country. 
Many of them are highly curious, and have occurred in actual play ; 
while the greater part of them are both possible and probable. I 
recommend the student to set up each position on the board, and 
thus endeavour to find out the " coup," without touching the men. 
The solutions will be found in the following chapter. It is to be 
understood that White has always the first move, unless otherwise 
expressed. 

No. I.— By G. Walker. 

White.— King at K. third, Q. at K. R. seventh, R. at adv. Q. Kt. 
sq., K. B. at K. sixth, and P. at Q. R. fourth. 

Black.— King at Q. B. third, Q. at K. sq., R. at K. B. sq., Q. B. 
at Q. B. sq., Pawns at Q. third, Q. B. fourth, and Q. Kt third. 
White to Checkmate in three moves. 

No. II.— By G. W. 

White.— K. at K. sq., Q. at Q. B. sixth, K. B. at K. fourth, 
Knights at Q. fifth, and a Kt fifth. Pawn at Q. R. fiah. 

Black.— K. at Q. Kt sq., Q. at K. sq., R. at Q. B. sq., K. B. at 
Q. B. second, Kt at QL second, Pawns at K. B. fifth, and Q. Kt. 
third. 

White to Mate with Q. R. P. in four moves. (You could also Mate 
with QL in twO| or with Kt in three.) 
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No. III.—By G. W. 
White.— K. at K. B. sq., a at K. B. third, R. at Q. B. sixth, 
Pawn at Q,. Kt. sixth. 

Black. — K. at Q. R. sq., Q. at K. Kt. second. Bishops at Q. 
third, and Q. Kt second, P. at K. Kt. sixth. 

White to Checkmate with the Pawn in four moves. 

No. IV.— By G. W. 
White.— K. at K. third, Q. at K. Kt. sq., Rooks at Q. Kt. third, 
and Q. Kt. fourth, K. B. at K. fourth. Pawns at Q. second, and Q. B. 
third. 

Black.— K. at K. B. third, Q. at adv. Q. sq.. Rooks at adv. K. B., 
and a B. fifth, K. B. at a R. fourth, Pawns at K. second, a Kt. 
fourth, and Q. R. third. 

White to Checkmate in five moves with Q. B. P. 

No. v.— By G. W. 
White.— K. at K. fourth, Q. at Q. R. fifth. Rooks at Q. fourth, 
and Q. R. fourth. 

Black. — K. at Q. R. sq., Q. at K. B. second. Rooks at K. B. sq., 
and Q. R. second. 

White Mates in five, or Black Mates in three moves. 

No. VI.— By G. W. 
White.— K. at Q. R. fifth, Q. at adv. K. sq., Q. B. at Q. second, 
Kt. at a B. fifth, P. at Q. third. 

Black.— K. at Q. B. second, Q. at K. B. fourth, R. at Q. Kt 
second, Q. B. at K. third. Pawns at K. B. third, Q. second, and 
Q. B. third. 

White to move, and draw by force. 

No. VII.— By G. W. 
White.— K. at Q. B. sq., Q, at K. B. sixth. Rooks at K. B., and 
Q. R. second, Q. B. at K. Kt third, Kt at K. B. fourth. Pawns at 
Q. second, K. Kt fifth, and Q. Kt third. 

Black. — K. at K. R. sq., Q. at Q. R. second. Rooks at Q. sq., and 
K. B. sq., Q. B. at K. B. second, Kt at K. Kt second. Pawns at K. R. 
second, Q. B. fourth, Q. Kt. third, and Q. Kt fifth. 
In this position, Black took R. with Q., on which White gave Check- 
mate in five moves. 

No. VIII.— By G. W. 
White^- K. at Q. B. third., Q. at a. R. fourth, R. at Q. second, 
a. B. at K. fifth. 

Black.— K. at adv. Q. R. sq., Q. at K. Kt seventh, R. at Q. R. 
seventh. Knights at Q. B. seventh, and Q. R. sixth. 
White to Checkmate with the Bishop in five moves, and each party 
to give Check alternately. 
L 2 
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No. IX.-By G. W. 

White.— K. at K. Kt sq., a at K. Kt. fifth, Bishops at K. R, 
second, and K. Kt eighth, Kt at K. R. fifth. 

Black. — K. at K. R. sixth, Pawns at K. R. fifth, K. third, and Q. 
second. 

White compels Black to Mate with Q. P. in five moves. 

No. X.— By G. W. 

White.~K. at a R. sq., Q. at K. B. fourth. Rooks at K. R. sq., 
and K. R. fifth, a B. at K. R. second, Kt at K. R. fourth. Pawns at 
Q. R. second, Q. Kt third, and Q. B. second. 

Black. — K. at K. R. sq., Q. at Q. R. sixth, Rooks at K. B. sq. 
and Q. R. sq.. Bishops at K. R. third, and K. third, Kt at Q^ third. 
Pawns at K. R. second, K. B. second, Q. B. second, and Q. Kt third. 
White to Mate in six moves. 

% No. XL— By G. W. 

White. — K. at K. fifth, Bishops at K. B. fifth, and Q. fourth, 
Pawn at K. Kt sixth. 

Black.— K. at a sq.. Pawn at a. B. fifth. 
White Mates in six moves with K. Kt P., without taking the 
Black's a B. P. 

No. XIL— By G. W. 

White. — K. at K. seventh, Q. at Q. B. sq., Pawns at K. sixth, 
K. B. second, and Q. B. seventh. 

Black. — K. at K. R. sq., P. at K. fourth sq. 

In this situation White undertakes to Checkmate with K. P. in 
seven moves, without moving his K., or making a second Q. — It is 
understood, that in similar positions, Black can demand no other 
piece for his Pawn but a Queen. — It is also worthy of remark, that 
the Mate could be given in six moves with K. B. P. 

No. XIIL— By Wm. Bone, Esq. 

White.— K. at a R. third, Q. at a sixth, Q. B. at Q. fourth. 

Black. — K. at Q. R. fourth, R. at K. second, O. B. at Q. R. fifth. 
Knights at Q,. fourth, and Q. B. third. Pawns at K. third, and d. R. 
third. 

White to Checkmate in four moves. 

No. XIV.— By W. B. 

White. — K. at K. R. sq., Q. atQ. R. sq.. Rooks at K. R. seventh, 
and K. seventh. Knights at Q. B. third, and Q. B. eighth, Pawns at 
K. R. second, and K. Kt third. 

Black.— K. at a R. sq., Q. at K. B. seventh, R. at K. seventh, 
Q. B. at Q. Kt fourth, Kts. at Q. R. third, and K. B. sixth, Pawns 
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at K. R. fourth, K. Kt fifth, a fifth, O. B. third, Q. Kt second, and 
K. R. second. 

White to Checkmate in five moves. 

No. XV.— By W. B. 

White.— K. at Q. Kt. third, Q. at Q. sixth, R. at Q. B. seventh. 
Pawns at Q. B. fourth, Q. B. sixth, O. Kt. second, and Q. R. third. 

Black. — K. at Q. R. fourth, Q. at K. R. seventh, Roolcs at their 
sq., Q. B. at K. B. sixth, Kts. at Q. fourth, and Q. R. second. Pawns 
at K. Kt seventh, K. fourth, and Q. Kt. third. 

White to Checkmate in six moves. 

No. XVI.— By W. B. 

White.— K. at K. sixth, Q. at Q. seventh, R. at K. B. fifth, and 
P. at K. Kt fifth. 

Black.— K. at K. R. sq., R. at K. Kt second, and K. R. P. un- 
moved. 

White to Mate with P. in six moves, without taking P. 

No. XVII.— By W. B. 

White.— K. at K. Kt. sq., a at K. R. fifth, R. at K. sq., K. B. at 
Q. B. fourth, Kt at K. Kt fifth, K. R. P., K. Kt P., K. B. P., and 
Q. R. P., unmoved. 

Black. — K. at K. Kt sq., Q. at Q. B. seventh, Rooks at K. B. sq. 
and Q. R. sq., a B. at Q. B. sq., Kt at a B. third, K. R. P., K. Kt 
P., K. B. P., a P., a B. P., Q. Kt P. and Q. R. P., unmoved. 

In this position. Black, having the move, advanced Q. P. two sq., 
on which White Mates in seven moves. — This position occurred in 
play, and arose out of a variation of Capt Evans's opening. 

No. XVIII.— By W. B. 

White.— K. at a Kt sq., a at O. fifth, R. at K. R. second. Kt 
at K. B. fourth. Pawns at K. fourth, Q. B. second, and Q. Kt third. 

Black. — K. at K. Kt second, Q. at Q. R. sixth. Rooks at K. Kt 
sq. and Q. sq., K. B. at Q. fifth. Pawns at K. R. second, K. B. fourth, 
and Q. Kt fifth. 

White undertakes to Mate in eight moves. 

No. XIX.— By W. B. 

White.— K. at K. B. sixth, R. at K. third, K. B. at K. fourth. 
Pawns at K. R. third, K. Kt fifth, K. B. fourth, and a fifth. 

Black. — K. at K. Kt sq., K. R. at home, Pawns at K. R. second, 
O. second, a fifth, O. B. fourth, Q. Kt fifth, and Q. R. sixth. 
White to Checkmate in nine moves. 

No. XX.— By W. B. 

White.— K. at K. Kt sq., Q,. at Q. Kt second, R. at K. B. sq., 
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0. B. at K. Kt third, Pawns at K. R. third, Q. B. fourth, Q. Kt. 
third, and Q, R. second. 

Black. — K. at Q. R. sq., Q. at K. Kt third, R. at K. Kt. sq.. 
Pawns at K. R. fifth, a B. fourth, Q. Kt third, and a R. third. 
White to move and win. 

No. XXL— By W. B. 
White.— K. at K. B. third, a B. at K. R. fourth, Kt at K. B. 
fourth, Pawns at K. R. third, K. Kt second, K. B. second, and Q. R. 
third. 

Black. — K. at K. Kt second, R. at K. second, Pawns at K. Kt 
third, K. B. fourth, Q. fourth, Q. Kt fifth, and Q. R. fifth. 
Black, having the move, took P. with P., in order to make a Queen, 
hut White wins by scientific play. 

No. XXIL— By W. B. 

White. — K. at adv. Q. B. sq., Rooks at Q. R. sq., and Q. Kt 
fifth, Kt at Q. R. third. Pawns at K. R. second, K. Kt third, and 
a B. fifth. 

Black. — K. at Q. R. second, Q. at K. B. fourth, Rooks at K. 
third, and Q. B. third, K. B. at Q. B. second. Pawns at K. R. second, 
K. Kt third, and Q. R. third. 

White to draw the Game. 

No. XXIIL— By F. L. Slous, Esq. 

White.— K. at Q. sq., O. at K. B. second, R. at K. R. sq., K. B. 
at Q. third, Kts. at K. Kt fourth, and K. fifth, Pawns at K. Kt 
third, Q. B. fourth, and Q. Kt third. 

Black.— K. at K. Kt sq., Q. at Q. Kt fifth. Rooks at K. B. and 
Q. R. sq.. Bishops at K. Kt. fourth, and K. third, Kt at Q. B. third, 
K. R. P., K. Kt P., K. B. P., a Kt P., and Q. R. P., unmoved- 
White to give Checkmate in eight moves. 

No. XXIV. — By HiRscH Silberschmidt, of Brunswick *. 

White. — K. at K. R. sq., Rooks at adv. K., and adr. Q. B. sq.. 
Knights at K. Kt second, and Q. R. sq. 

Black. — King at Q. second sq. 

White to Mate with the Rook which is at adv. Q. B. sq., in seven 
moves, on condition of only moving that R. once, and not moving the 
other R., or King, at all. 

No. XXV. — By Silberschmidt. 
White.— K. at K. Kt sq., Q. at Q. third, Rooks at Q. B. sq., and 
Q. R. seventh, K. B. at home, K. R. P., and K. B. P., unmoved. 
Black.— K. at a B. sq., Q. at K. R. fifth. Rooks at K. R., and a 

♦ Das Gambit, oder Angriff und Vertheidigung gegen Gambitxtige, fte. 
Braunsehwiff, 1829. 8vo. o o o o p > 
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sq., Kt at Q. second. Pawns at K. B. second^ ^ B. third, and Q. Kt. 
second. 

White to Checkmate in five moves. 

No. XXVI. — By SiLBERSCHMIDT. 

White. — K. at his sq., Q. at Q. B. third, Rooks at Q. B. second, 
and Q. Kt second, Bishops at K. fourth, and Q. second, Kt at Q. 
fourth. Pawns at K. Kt second, K. B. third, and Q. R. fourth. 

Black. — K. at Q. R. second, Q. at Q. R. sixth. Rooks both at 
home, K. B. at K. second, Kt at Q. sq.. Pawns at K. Kt third, K. B. 
third, K. fourth, Q. Kt second, and Q. R. third. 
White to Mate in seven moves. 

No. XXVII. — By SiLBERSCHMIDT. 

White.— K. at K. Kt second, Q. at Q. third, R. at Q. fourth. 
Bishops at K. B. fourth, and K. fourth, Kt at Q. B. fifth, Pawns at 
K. B. second, K. third, Q. Kt fourth, and Q. R. fifth. 

Black.— K. at Q. Kt sq., Q. at K. R. fifth. Rooks at Q. B. third, 
and adv. Q. R. sq., Q. B. at Q. Kt second, Kts. at K. Kt. fourth, 
and Q. R. sq., Pawns at K. R. fourth, K. Kt fifth, Q. B. second, Q. 
Kt third, and Q. R. second. 

White Mates in seven moves with Q. Kt P. 

No. XXVIII. — By ZoEOA de Manteupel, of Leipzig *. 
White— K. at Q. R. sq., Pawns at K. Kt sixth, K. B. fifth, K. 
fifth, and Q. fifth. 

Black. — K. at K. R. sq., P. at Q. R. seventh sq. 
White to Mate with K. 6. P., without taking P., or making Q. 

No. XXIX.— By Manteufel. 

White.— K. at Q, B. fifth, R. at a B. sixth, Kts. at K. R. fifth, 
and Q. sixth. Pawns at K. Kt seventh, K. B. sixth, K. fourth, and 
K. sixth. 

Black. — K. at Q. sq.. Pawns at K. R. third, K. Kt seventh, and 
K. seventh. 
White to Mate the Black K. on Black K.'s fourth sq., in five moves. 

No. XXX.— By Manteufel. 
White.— K. at Q. Kt third, K. B. at K. sixth. Pawns at Q. se- 
venth, and Q. R. fourth. 

Black. — K. at Q. R. fourth, and P. at Q. Kt third sq. 
White compels Black to Mate with P., in twenty-eight moves. 

No. XXXI.— By Manteufel. 
White. — K. at K. R. sq.. Bishops at K. R. seventh, and Q. B. 
sq., Kts. at Q. fourth, and Q. fifth. Pawns at K. R. second, K. Kt. 
sixth, a sixth, a B. sixth, a B. fifth, and a R. fifth. 

« See Koch's Codex der Schachspielkunst. Magdeburg, 1813. 2 vols. 8vo. 
last ediUoa. 
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Black. — K. at K. B. sq., Q. at K. R. sixth, Rooks both at home, 
K. B. at Q. R. sixth, Knights at K. B. sixth, and Q. Kt second. 
Pawns at K. R. fourth, K. Kt. fifth, K. fourth, Q. Kt third, and 
a R. third. 

White to Mate with P. at Q, B. fifth sq. 

No. XXXIL— By Manteufel. 

White.— K. at K. Kt sq., Q. at Q. Kt eighth, Q. R. at home. 
Bishops at K. R. and adv. d sq., K. R. at K. B. fourth, Kts. at K. 
sixth, and Q. seventh. Pawns at K. Kt third, Q. fifth, Q. B. third, 
and Q. Kt second. 

Black.— K. at Q. R. third, Q. at Q. Kt sixth. Rooks at K. R. 
third, and Q. R. fifth, Bishops at K. B. sixth, and adv. Q. B. sq., 
Kts. at K. fifth, and a seventh, K. R. P., K. Kt. P., and a R. P. 
unmoved. 

White to Checkmate with Q. Kt. P. in six moves. 

No. XXXIII.— By Manteufel. 
White. — K. at K. fourth. Rooks at K. R. seventh, and Q. B. 
fourth, Kte. at a B. fifth, and Q. R. fourth, K. B. P., and K. R. P., 
unmoved. 

Black. — K. at Q. sq., R. at adv. Q. sq., Kt at K. sq.. Pawns at 
K. Kt third, and K. second sq. 

White to Checkmate with either P. in seven moves. 

No. XXXIV.— By Manteufel. 
White.— K. at adv. Q. sq., Q. at Q. Kt fourth, R. at Q. Kt sixth, 
K. B. at Q. fifth, Kt at Q. Kt fifth. Pawns at Q. sixth, and Q. B. 
sixth. 

Black. — K. at Q. R., Q. at K. R. second, R. at K. B. second. 
White to Mate with Q. P. in five moves, without moving K. 
No. XXXV.— By Manteufel. 
White.— K. at K. B. sixth, Q. at Q. Kt sixth, R. at Q. R. third, 
Kt at Q. fourth. Pawns at K. Kt second, fourth, and fifth. 

Black. — K. at K. R. sq., and Pawns at K. R. second, and K. Kt 
third. 

White to give Checkmate in eleven moves, with P. at K. Kt second 

sq., and not to take either of the adverse Pawns. 

No. XXXVL— By F. Von Mauvillon*. 

White.— K. at K. third, a at a R. sixth. Rooks at K. B. third, 

and adv. Q. sq., Q. B. at Q. Kt fourth, Kts. at K. B. sq., and Q. 

fourth, Pawns at K. Kt second, K. Kt third, Q. third, and Q. B. 

third. 

Black.— K. at K. B. third, Q. at K. R. fourth. Rooks at K. Kt 
third, and Q. B. seventh, Bishops at K. Kt sq. and QL R. second, 

» Anweisung nir Eriemung des Schach-spiels, &c. Essen, 1827. 8vo. 
See algo Mauvillon's Belehrende Unterhaltung fiir juuge angehende Schaeh* 
spieler, &c. £m«a, 1831 and 1832. 16mo. 
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Knights at K. Kt. second, and Q. Kt. fourth, Pawns at K. third, K. 
fourth, K. B. fourth, K. Kt fourth, and K. R. Hfth. 

White to Mate in five, or Black to Mate in eight moves. 

No. XXXVII.— By Mauvillon. 

White.— K. at Q. Kt third, Q. at K. second, Rooks at Q. Kt se- 
cond, and adv. Q. sq., K. B. at K. R. sq., Kts. at adv. Q. B., and adv. 
Q. Kt sq., P. at a Kt third. 

Black.— K. at Q. Kt fourth, Q. at K. Kt. eighth. Rooks at Q. R. 
and Q. R. second. Bishops at K. and Q. fourth, Kt at Q. B. fifth, 
Pawns at Q. B. fourth, and Q. Kt third. 

White to Checkmate in six moves, or Black to Checkmate in three 
moves. 

No. XXXVIII.— By Mauvillon. 
White.— K. at Q. B. sq., a at a sq., R. at K. Kt fifth, K. B. at 
adv. K. sq., Q. Kt at home. Pawns at K. B. third, K. third, Q. B. 
second, and Q. R. second. 

Black.— K. at Q. B. fifth, a at K. R. fifth. Rooks at K. R. se- 
venth, and K. R. third, Bishops at K. R. second, and QL third. Pawns 
at K. B. fifth, K. fourth, Q. fifth, and Q. B. sixth. 

White to Checkmate in four or five moves. 

No. XXXIX.— By Mauvillon. 
White. — K. at Q. R. third. Q. at Q. sixth. Rooks at K. R. second, 
and K. R. sq., Bishops at K. sixth, and Q. B. seventh, Pawns at K. 
Kt fifth, Q. fifth, a B. fifth, and a R. second. 

Black.— K. at K. Kt second, Q. at Q. fifth, Rooks both unmoved. 
Bishops at K. sq., and Q. Kt sq., Kts. at Q. sixth, and Q. R. second, 
Pawns at K. Kt third, K. B. second and third, Q. B. fifth, and Q. 
Kt second. 

White to Mate in five moves. 

No. XL. — From Lucena. 

White.— K. at K. fourth, R. at Q. R. seventh, Kt at K. fifth, and 
Q. B. at Q. second. 

Black. — K. alone, at K. third sq. 

White to Checkmate in three moves. 

No. XLI. — Founded on Lucena. 
White. — K. at K. B. third, Q. at Q. seventh sq. 
Black. — K. at adv. Q. Kt. sq., P. at Q. Kt seventh sq. 
White to Checkmate in four moves. 

No. XLII. — By Manteufel. 

White. — K. at Q. sixth, Q. at Q. seventh, Q. R. at home, K. B. at 
Q. fifth, Kt at Q. B. fifth. Pawns at K. R. third, K. Kt second, and 
Q. Kt sixth. 

Black. — K. at Q. Kt sq., Q. at K. R. second, Rooks at K. R. sq., 
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and Q. sq., B. at K. B. third, Pawns at K. R. fourtli, K. Kt. third, 
and Q. Kt second. 

White to Checkmate in three moves. 

No. XLIII. — From Lucena. 

White. — K. at Q. sq., Rooks at K. Kt, and Q. B. sq. 
Black. — K. alone, at Q. sixth sq. 

White to Checkmate in four moves. 

No. XLIV.— By Mauvillon. 

White.— K. at adv. K. B. sq., Q. R. at home, Q. B. at adv. Q. Kt. 
sq., Kt at K. Kt fifth. Pawns at K. B. third, Q. B. seventh, a Kt. 
fifth, and a R. fourth. 

Black. — K. at K. R. sq.. Pawns at Q. Kt third, and Q. R. fourth. 

White undertakes to Checkmate with B. in six moves ; without 
moving the B., or making a second Q. 

No. XLV.— By Salvio. 

White.— K. at Q. B. second, Q. B. at Q. fourth, Pawns at K. Kt 
sixth, and Q. R. second. 

Black.— K. at K. Kt sq.. Pawns at O- fourth, a B. fifth, Q. Kt 
fifth, and a R. fifth. 

White to move and win, or Black to move and draw. 

No. XLVI.— By Salvio. 

White,— K. at K. Kt third, R. at K. B. fifth, Q. B. at K. B. se- 
cond, Kt at K. Kt sixth, Pawns at K. sixth, Q. fourth, Q. R. fifth, 
and Q. R. third. 

Black. — K. at K. sq., Q. at Q. eighth, Kt at Q. fourth, Pawns at 
Q. R. fifth, a Kt fourth, and a B. third. 

This position actually occurred to Salvio, and was played as follows. 
—Black to move. 

1. Q. to Q. Kt sixth sq. ch. I. R. interposes. 

If Black had checked at Q. sixth, what ought you to do ? 

2. Q. takes R. ch. — He might also have advanced Q. Kt P., ** which 
leads," says Salvio, " to some very fine moves." 

2. K. takes a 

3. a Kt P. advances. 3. P. to Q. R. sixth sq. 

4. Q. Kt P. advances. 4. Q. R. P. advances. 

5. Kt to Q. B. second sq. 5. Q. P. advances. 

6. If he take a P. with P., you play B. to a fourth.— If 
Q. Kt P. advances 6. QL P. advances. 

7. P.Queens. 7- Q. P. ch., and B. Mates— This 
situation is remarkably interesting and instructive. 

No. XL VII.— By Cozio. 

White.— K. at Q. B. sixth, a B. at a R. sq., and a Kt. P. at 
Q. Kt seventh. 
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Black.— K. at Q. Kt sq., Kt at K. Kt. fifth, Pawns at K. R. sixth, 
and K. 6. sixth. 

White to move and win. 

No. XLVIIL— From Lucena. 

White. — K. at Q. R. sq., Q. at Q. B. second, Q. B. at Q. Kt. se- 
cond, Kt. at K. seventh. Pawns at Q. Kt. fourth, and Q. R. fourth. 

Black. — K. at Q. R. sq.. Pawns at Q. Kt. third, and Q. R. third. 

White engages to Checkmate in four moves with a Pawn, without 
taking either of Black's Pawns. 

No. XLIX.— By Cozio. 

White. — K. at K. B. seventh, K. B. at Q. B. sixth, Pawns at Q. 
fifth, K. Kt fifth, and K. R. sixth. 

Black.— K. at K. R. second, R. at Q. B. sixth, P. at Q. Kt fifth. 
White to move and win. 

No. L. — By Manteufel. 

White.— K. at K. Kt sq., Q. at K. B. seventh. Bishops at K. B. 
sq., and K. third, Kt at adv. K. sq.. Pawns at K. B. fourth, Q. sixth, 
0. Kt. third, and Q. R. fourth. 

Black. — K. at Q. R. sq., Q. at K. R. fourth, R. at K. R. second, 
Q. B. at Q. Kt second, Kt. at K. Kt sq., Pawns at K. Kt third, K. 
B. third, QL Kt third, and Q. R. second. 

White to move and win. 

CHAPTER XXVII. 

SOLUTIONS OF THE CHESS PROBLEMS. 

In pursuance of the plan which I have strictly followed throughout 
this work, — of giving as much matter as could be condensed into the 
least possible compass, — it will be seen that I sometimes omit the 
moves of the second player, when, having no choice, he is necessarily 
compelled to make one particular move. 

No. I.— 1. R. takes B. chg., then checks with B. at Q. fifth, and 
Mates with Q. 

No. II.— I. a to adv. a R. sq. ; 2. Kt to K. seventh ; then Q. 
R. P. goes on, and gives Checkmate. 

No. in.— I. R. ch. ; 2. Q. to a R. third, ch. ; 3. a takes B. ch., 
and then Mates with P. 

No. IV.— 1. Q. ch. at Kt. sixth ; 2. R, takes P. ch.— P. takes R. ; 
3. R. takes P. ch. ; 4. Q. P. two sq» ch., and Mates next move. 

No. V. — White, having the move, plays— I. R. ch.— R. takes R. 
as best; 2. Q. takes R. ch. ; 3. R. to Q. Kt fourth, ch.— K. to Q. 
B. third ; 4. R. ch., and Checkmates next move with Q. 
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Blacky having the move, plays — 1. Q. to K. B. sixth, ch.; 2. Q. 
ch. at K. B. fouith, and then Mates with R. 

No. VI.— 1. B. ch.— a must take B. ; 2. Kt takes B. ch.— P. 
takes Kt ; 3. Q. to K. seventh, ch. — To avoid a perpetual check, he 
moves to Kt sq. ; 4. Q. to Q. eighth, ch. — K. to R. second ; 5. Q. to 
Q. fourth, ch. — Q. takes Q., and gives Stalemate. 

No. VII.— After Black takes R., White plays— 
1. Kt ch.— If he take Kt with B., you take R. with Q., and Mate 
next move. — If he take Kt with P., you check with R., and on his 
going to Kt sq. take Kt. with Q. — Black must take QL with K., and 
you check with B., afterwards Mating in the corner. 

1. K. moves. 

2. Kt. ch. 2. K. to corner. 

3. a takes Kt. ch. 3. K. takes a 

4. B. gives Checkmate. 

No. VIII.— 1. R. ch. ; 2. K. to a Kt third, dis. ch. ; 3. a takes 
Kt ch. ; and the remainder is obvious. 

No. IX.— 1. B. takes P. ch. ; 2. K. to R. sq. ; 3. Kt ch.; 4. B. 
to Kt. sq. ,* 5. Q. to Kt second, ch., compelling Black to Mate with P. 

No. X. 

1. Q. to K. B. sixth sq. ch. 1. B. interposes. 

2. Kt ch. — If he move K., you check with Kt at K. seventh, and 
then take P. with R. ch., &c. 2. K. B. P. takes Kt 

3. R. takes P. ch. 3. K. takes R. 
4* B. to K. fifth, dis. ch., and Mating immediately. 

No. XI.— ]. K. to a sixth ; 2. a B. to K. B. sixth ; 3. K. B. to 
K. sixth, and afterwards to K. B. seventh, then supports B. with K., 
and Mates with P., though Black may make a Q. 

No. XII.— 1. Q. to K. R. sixth, ch. ; 2. P. becomes a B. ; 3. B. to 
a. R. sixth ; 4. B. to K. second ; 5. B. to K. R. fifth ; 6. B. checks, 
compelling Q. to take B., and retakes with P., giving Mate. 

No. XIII.— 1. a to a B. fifth, ch. ; 2. a checks at a Kt sixth ; 
3. B. checks at Q, B. third, and Checkmates next move. 

No. XIV.— 1. Kt ch.— P. takes Kt ; 2. R. to K. R. eighth, ch. ; 
3. Kt takes B. ch. ; 4. Q. takes Kt ch., and R. Mates. 

No. XV.— 1. R. takes Kt ch. ; 2. O. to a Kt fourth, ch. ; 3. P. 
takes Kt ch.; 4. P. checks; 6. K. to Q. R. third, and then Mates 
with P. 

No. XVI.— I. R. ch. ; 2. R. takes R. ch. ; 3. Q. checks at K. B. 
seventh ; 4. K. to K. B. sixth ; 5. Q. to adv. K. B. sq. chg., and then 
Mates with P. 
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No. XVII. — Black played Q. P. two, and White plays thus :— 

1. a. takes K. B. P. ch. 1. R. takes O. 

2. R. checks. 2. R. interposes. 

3. B. takes P. ch. 3. B. interposes. 

4. B. takes B. ch. 4. K. to corner. 
d. Kt. checks. 5. K. moves. 

6. Kt. to Q. eighth, dis. ch. 6. K. to comer. 

7. R. takes R. — Checkmate. 

No. XVIIL— 1. R. ch.— K. to R. sq. (best) ; 2. R. takes R. ch.; 
3. Q. takes B. ch. ; 4. Q. to adv. Q. sq. ch. ; 5. Q. to K. B. sixth sq. 
ch. ; 6. Q. to adv. B. sq. ch. ; 7* Kt. ch., and then Mates with Q. 

No. XIX. — 1. B. takes P. ch. — K. takes B., for if he move K., you 
play R. to K. seventh, and then Mate in four moves ; 2. R. ch. ; 3. R. 
to adv. K. sq. ch. ; 4. R. takes R. ch. ; 5. K. to K. B. seventh ; and 
then advances K. Kt P., &c. 

No. XX.— I. Q. to K. Kt. second sq. ch. ; 2. B. ch.— K. takes B. ; 
3. R. ch. — K. moves ; 4. R. takes R. and wins. 

No. XXI.— Black takes P. with P.. and White then plays:— 1. B. 
takes R.— P. advances ; 2. B. to Q. B. fifth ; 3. B. ch. K. and Q., and 
wins obviously. 

No. XXII.— 1. R. ch. ; 2. R. ch. at R. seventh sq. ; 3. Kt ch., 
then takes P. with R. chg., and gets a perpetual check with Kt 

No. XXIII.— 1. B. takes P. ch. ; 2. Kt ch. ; 3, B. takes P. dis. ch. 
— If he interpose B., you take B., and then ch. with Q. at Q. Kt se- 
cond, therefore he moves K. ; 4. B. ch. ; 5. B. to K. B. fifth, dis. ch. 
— If he move K., you take Q. B. with 6., and if he interpose K. B., 
you take B. with R., &c. 

No. XXIV.— 1. Q. Kt to B. second ; 2. Q, Kt. to Kt fourth; 3. 
K. Kt to K. third; 4. K. Kt to Q. B. fourth, ch. ; 5. K. Kt to Q. 
R. fifth ; 6. Q. Kt to Q. R. sixth, and Mates next move. 

No. XXV, 

1. R. takes P. ch. — If he take R. with P., you Mate in three moves. 

1. K. moves. 

2. Q. to a. sixth, ch. 2. K. takes R. 

3. R. toQ. R. sixth, ch. 3. P. takes R. 

4. Q. ch., and Mates with B. 

No. XXVI.— 1. R. takes P. ch. ; 2. Kt to a B. sixth, ch ; 3. a 
to Q. R. fifth, ch. ; 4. B. takes Kt ch. ; 5. Kt takes K. P. ch., &c. 

No. XXVIL— 1. R. ch. ; 2. Kt to a seventh sq. ch. ; 3. K. B. 
takes R. ch. ; 4. Q. Kt P. ch.; 5. a R. P. ch., &c 

No. XXVIII.— 1. K. B. P. advances; 2. a P. advances.— K. to 
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B. sq. ; 3. Q. P. advances ; 4. K. P. advances ; 5. K. P. advances ; 
6. Q. P. becomes B. ; 7. K. P. becomes Kt ; 8. B. to K. seventh ; 
9. Kt. to K. Kt seventh ; 10. Kt. to K. sixth ; 1 1. B. to a sixth ; 
12. B. to K. fifth ; 13. B. to Q. fourth, and Mates next move with 
K.B.P. 

No. XXIX.— 1. Kt. to a Kt seventh sq. ch. ; 2. K. B. P. ch. ; 3. 
R. to Q. B. seventh sq. ch., then ch. with Kt, and Mates with R. 

No. XXX.— 1. P. Queens; 2. K. to Q. Kt fourth.— K. to Kt se- 
cond, as best ; 3. Q. to adv. Q. B. sq. chg. ; 4. K. B. to K. B. seventh ; 

6. a to a. B. fifth, ch.— K. to R. third ; 6. Q. to a B. sixth, ch. ; 

7. Q. R. P. advances ; 8. a to Q. seventh ; 9. K. 6. ch.; 10. a to K. 
B. seventh; 11. Q. R. P. advances.— K. to Q. sq. ^ 12. Q. R. P. ad- 
vances ; 13. Q. to adv. K. sq. ch. ; 14. P. becomes R. — K. to Q. third ; 
15. R. to adv. Q. sq. ch. ; 16. O. to Q. seventh, ch. ; 17. K. B. to Q. 
Kt third; 18. K. to a R. third.— K. to Kt. third; 19. R. to a B. 
eighth.— K. to Q. R. third ; 20. R. to a. B. sixth, ch. ; 21. Q. to K. 
sixth ; 22. K. to R. second ; 23. K. to R. sq. ; 24. B. to Q. R. second. 
— K. to a Kt fourth ; 25. Q. to Q. fifth, chg. ; 26. R. to a B. 
fourth.— K. to a R. sixth ; 27. Q. to a B. sixth ; 28. B. to Q. Kt 
sq. — P. Mates. 

No. XXXI.— 1. a B. ch.; 2. Kt to K. B. sixth, chg. ; 3. Kt to 
K. sixth, chg.; 4. Q. P. ch. ; 5. Q. B. P. ch. ; 6. P. takes P.— Mate. 

No. XXXII.— 1. Kt from a seventh to Q. B. fifth, ch. ; 2. Kt to 
Q. B. seventh sq. ch. ; 3. K. R. takes R. ch. — Kt takes R. ; 4. Q. 
takes Q. R. P. ch. ; 5. Q. to Q. B. fifth sq. ch., and Mates next move. 

No. XXXIIL— 1. Kt to a Kt seventh, ch. ; 2. Kt to Q. Kt 
sixth, ch. ; 3. R. to Q. B. sixth, ch. — R. interposes (A.) ; 4. Kt. to 
adv. Q. sq. ch. ; 5. Kt to Q. fifth, ch. ; 6. Kt to K. B. seventh, ch., &c 

(A.) Kt interposes ; 4. Kt to adv. Q^ sq. ch. ; 6. Kt to Q. seventh 
sq. ch. ; 6. Kt to K. sixth sq. ch., &c. 

No. XXXIV.— 1. a to a R. fifth sq. ch. ; 2. R. ch.; 3. P. ch.— 
R. takes P. ; 4. Q. takes R. ch., and then Mates. 

No. XXXV.— 1. a to K. sixth.— K. R. P. two sq. (A.) ; 2. R. to 
K. R. third.— K. to R. second ; 3. a to adv. Q. B. sq. ; 4 Kt to K. 
B. fifth; 6. P.goeson, chg. ; 6. P. ch.; 7* Q. to a B. fourth; 8. Q. 
to K. second sq. ch. ; 9. K. to K. B. fifth, and Checkmates next move. 

(A.) If Black play this P. only one sq., the Mate is forced by a 
very similar process in eleven moves. 

No. XXXVI. — White, having the move, plays — 

1. R. checks. 1. B. interposes. 

2. a takes P. ch. 2. Kt. takes a 

3. R. takes P. ch., then takes B. ch., and Mates with the other R. 

Black, having the move, plays thus : — 

1. B. takes Kt ch. 1. R. takes B. (A.) 

2. a takes R. ch. 
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FIRST DEFENCE. 

2. K. takes Q. 

3. Kt takes R. ch. 3. P. takes Kt. 

4. Kt. P. checks. 4. K. moves. 

5. P. checks. 6. P. takes P. (best). 

6. Kt. checks^ then checks with R., and afterwards Mates. 

SECOND DEFENCE. 

2. P. takes Q. 

3. P. takes R. ch. 3. P. takes P. 

4. P. checks. 4. P. takes P. (best). 

6. Kt. checks, then checks with R., and Mates next move. 

(A.) 

1. P. takes B. 

2. Q. takes R. ch. 2. If he take Q. with P., you ch. 
with P., and then with Kt. — giving the Mate in six moves. 

K. takes Q. 

3. Kt. P. checks. 3. K. moves. 

4. P. ch., then ch. with Kt, &c. 

No. XXXVIL— If Black move first, he checks with Q. at adv. Q. 
sq., and on your taking it with Q., checks off with Kt at K. sixth 
sq., &c. — White, having originally the move, plays — 

1. K. to B. second, dis. ch. 1. K. to R. fourth. (A.) 

2. R. to R. second sq. ch. 2. K. to Kt fourth. 

3. a takes Kt ch. 3. K. takes Q. 

4. B. takes B. ch., then checks again with B., and Mates by taking 
P. with Kt 

(A.) 

1. K. to R. fifth sq. 

2. Q. takes Kt ch. 2. B. takes Q. 

3. Kt takes P. ch., then takes B. with the same Kt chg., and gives 
the Mate with B. 

No. XXXVIII.—l. Q. takes P. ch. ; 2. B. to K. B. seventh, ch.; 
3. P. ch., &c. 

No. XXXIX. 

1. Q. to K. B. eighth sq. ch. 1. K. takes Q. (best). 

2. R. takes R. ch. 2. K. to K. second sq. 

3. R. takes B. ch. 3. K. takes R. 

4. R. ch., and then Mates with B. 

No. XL. — 1. B. to K. sq. — This Bishop may also be played dif- 
ferently with the same result — Whether Black move to the right or 
left, you now check with B., and Mate with R. 

No. XLI. — 1. Q. to Q. sq. chg. ; 2. Q. to Q. R. fourth sq. chg. ; 
3. K. to K. second sq. ; and then Mates by playing Q. to Q. sq. — 
White may also win in four moves, beginning by moving K, 
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No. XLII. — White checks with R., and on Black's taking R. with 
K.» takes P. with B. ch. — Mating next move with Kt. 

No. XLIII.— 1. R. to K. Kt fourth sq. ; 2. R. ch. at Q. B. third 
sq.f then loses a move, and Mates with the latter R. at K. B. third sq. 

No. XLIV.— 1. Kt to K. sixth sq. ; 2. R. ch.; 3. K. to K. seventh 
sq. ; 4 K. to K. B. seventh sq., then checks with R., &c. 

No. XLV. — White can win by advancing Q. R. P., afterwards 
taking off the Pawns with K. — If Black have to move first, he 
plays Q. R. P. one sq., and you will find the game is drawn, for if 
you move B. to Q. B. fifth, he takes K. Kt P., and plays K. across 
the hoard. 

No. XLVI. — This position requires no further commentary. 

No. XLVII. — White wins by playing B. to Q. fourth sq. — If 
Black then advance K. R. P., you check with B. at Q. R. seventh, 
and then move K. to Q. B. seventh, having a forced game. 

No. XLVIII.— 1. a ch. at adv. a B. sq. ; 2. a B. to K. fifth.— 
If he move Q. R. P., you ch. with Q. at adv. Kt sq., and Mate with 
Q. Kt P. — and playing Q. Kt P. one sq. ; 3. Kt ch., and Mates 
with R. P. 

No. XLIX. — The game is easily won by White's advancing Q. P. 
— If Black then take B. with R., you check with Kt P. 

No. L.— 1. Kt ch. ; 2. Q. to K. eighth sq. chg. ; 3. Kt. ch.— -K. 
to Kt second ; 4. K. B. ch.— K. takes Kt ; 5. Q. takes B. ch.— R. 
interposes ; 6. Q. takes R. ch., and Mates next move. 



THE END. 



GILBERT & RIVINQTON, PRINTERS, ST. JOHN'S SQUARE, LONDON. 
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CATALOGUE, 



Jennings* CoolCs Chiide, 
Just published, 

Two THOUSAND FIVE HUNDRED Practical RECEIPTS 

io erery branch of FAMILY COOKERY; in which the art of preparing Food and Drink 
for the Human Stomach is simplified and explained, in accordance to the beat know- 
ledge of the age, and most condacire to the health and happiness of our species; with 
proper Directions for 

Boasting I Frying I Stewing I Sauces I Confectionary I Potting | Brewing 
BoUing Baking Soups I Gravies Conserved Medicinal MadeWines 

Broning I Hashing I Made Dishes | Puddings | Pickling | Cookery | DiatUlatioa 

^c. ^c. ^r. 
With ap Introduction, on the Duties of Cooks and other Servants; Obsenrations eh 
the Implements, &c. employed in Cooking ; Instructions in the Art of Carving, for 
Harketing, and for Trussing. By JAMES JENNINGS, Author of the Family Cyelo- 
p«dia. Containing nearly 600 pages, price 7s. 6d. cloth. 

To Haiuekeepers, Landlords, and the Profession of the Law, 
A PLAIN and PRACTICAL EiXPOSlTION of the LAW of 

XiANDLORD and TENANT ; with a Summary of the Statutes and Decided Cases 
relative to Assessed Taxes, the Poor, Sewer, Watching, Lighting, Paving, Highway, 
County, and Church Rate*. With Precedents of Leases, Agreements, Assignments, 
Notices, &c. &c. &c. By CHARLES JOHN COPLEY, Esq. of the Ronoonbie 
Society of the Middle Temple. 

*•* This work is distinguished for its clear arrangement and its plaia and' unaffected 
lityle; and, from the completeness of the Information it affords, is adapted for the use 
of the Profession of the Law, as well as for that of the public in general. In it the 
many erroneous misapprehensions generally but improperly received and admitted as 
Law, as to Landlords* Rights and Authority, and Tenants* Liabilities, are shewn to be 
unfounded and illegal. 

Walker and Pasquin on Cribbage, 
Th|:CRIBBAGE PLAYER'S text-book ; or, a new and 

complete Treatise on the Game, in all its varieties; indudfaigANTHOirr Pa.squim*s 
■dentifi^ Work on Five-Card Cribl)age. By GEORGE WALKER. PrieeuSs.ed. 

'* Mr. Walker has here eaid all on the sub}ect of Cribbagre of which it wiU admit; and after aa 
attentive perusal, any person may be complete master of the game. The Code of Law* for Cribbsfe 
is folly laid down, and the book is eleganUy got u9'"'^MetropoUUm Mag. Feb. 18S7. 

We would stand np for Cribbage as Mr. Wyndham stood up for Country Sports; aod. therefore, 
"'^.f " !." ^ word, we wonld recommend all our readers who wish to play the fame or Cribtece 
lUflcally, Io puchaie this exceedingly oseful and elegaat little ♦•rk**' 



tosai 

tiflcallr. Io DOrclkase this excaedins'lv nieful And dUflmiit iittl^ „„... 
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Books printed for Sherwood and Co, Pcdemoster-Row, 3 

Rev, W. D, Conyheare^s Lectures, 
EliEMENTARY COURSE of THEOLOGICAL LECTURES, 

fo Three Parts.— Part I. On the Evidences of Religion, natural and reTealed.— > 
U. On the Criticism and Interpretation of the Bible.— III. On the peculiar Doc- 
Urines of Christianity. Delivered in Bristol CoUe^, by the Rev. W. D. 
OONYBBARE» F. R. S., Corresponding^ Member of the Institute of France, 
&c. Ac A New Edition, considerably improved, price Ss. cloth, lettered. 

*> We are triad to tee the wsxinsr popalaritr of this Tolame : It i peaks well for the pablic. Soch a 
verk every man of any education shonid read, for every man may understand, and almost every man 
can afford to obtain \V*—Gtntlema!m*$ Magazine. 

** Mr. Conybeare has collected much valuable iofonuation In a small compass, and his work will be 
found of service to Biblical students."— CAruttan Obttrver, ^ 

*• The critical Lectures of the Rev. W. D. Conybeare, delivered at the British College, as ManuaU 
far Theological SindeHts, are beyond praise.**— JfeniA^r Btviem, 

**\i is a work of profoond leamine, in union with sound or^odoxy, UBaffected candour and Itbe* 
raUty, and a truly catholic spiriu**— £efeclie Rfiem, 

Dr, Clark on Consumption nnd Scrofula. 
Treatise on pulmonary consumption, comprehending 

Itn Inquiry Inte the Nature, Causes, Prevention, and Treatment of TUBERCUIiOUS 
and SCROFULOUS DISEASES IN GENERAL. By JAMES CLARK, M.D. F.R.S. . 

*■ As a text-book and guide to the inexperienced practitioner, we know none equal to it in general 
soundness and practical utility— to the general as well as to the prufessional reader, the work will 
prove of the deepest interest, and its perusal of unequivocal advantage.**— £ri<i«A and Fortign 
Medical Review^ January, 1836. 

** The work of Dr. Claiic may be regarded as the most complete and instructive Treatise on Con* 
aoaption in the English language.**— SdmMtrf A Medical and Surgical Journal, January, 1830. 

** It abounds in information intelligible to every rational creature, and particularly important for 
parents, the guardians of youth, and the young themselves to be made acquainted with. But what we 
regard as his distinguished excellence, is the truth of observation, logical and comprehensive elear- 
aass, and entire success with which he traces the history of the disease.**- ^diitiurj'A PolUical and 
tUerwry Journal, 

Apoplexy y Epilepsy^ Convulsions^ Sfc, 

Lectures on the nervous system, and its diseases. 

By MARSHALL HALL, M.D. F.R.S. L. & E. ; Lecturer on the Theory and Practice 
of Medicine. JM«tjiM»tt«Ae<i, price 7«.6d. cloth, lettered. 

Letters to a Mother, 
jSUPSSDIA, (the felicity of having healthy children,) beinfl^ 

LETTERS to a MOTHER, on the WATCHFUL CARE of her INFANT, in 
reference to the NURSE, COLD, DAMP, the OPEN AIR, and CLOTHING; of 
INFANTILE DISEASES in ireneral, and the Remedies: containing cocent rea- 
aons for the mother being the nurse of her own children. By a PHYSICIAN. 
Price 9», 6d. bound and gilt. 

** This may be considered as the book of physical Education, and embraces a anltlect of the his^sC 
importance to every mother. Although the volume appears to have been written en dee bouts de tempeu 
there Is, nevertheless, *' mnch method in it ;** and, what is of some importance In a work of this kimC 
a degree of freedom, which shows It to have been written, ' con amore,* with a perfect knowlei^ 
of the subject by the author. The duties of a mother and wet-nurse are succinctly and briefly laid 
down; antr the chapters on the early detection of infantile disease, are calculated to afford modji 
TStaable information on points of vital importance to the yonnr. A philosophic and Christian spirE 
hreathei tbrough the work : and there are none who are, or who are likely to become mothers, but 
wiU be Interested in it* contents ; we therefore cordially recommend it to all < sorts and condidoni* 
ofwom»n,"-'Bdueatienal Magaalne, April 1836. 

*< It Is a little voiome exempt trom quackery, and admirably calculated to impress npon a mother 
not merely the duties to her infant, but to teach her a great variety of lessoai. which every affec* 
tionate bown wiU deUght to stvdy and cherish,**— tfra^A/y Rtvitw, JprU 1890, 
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4 Soohn printeifor Ske r^od and Co. PaUmoiier-BmtK 
Tables of simple interest, atl^ree,/our, FouMnd-a.hUi^ 

^cSfoSSrtU^Fi^ p« C^t To whi^ i. added, a table of the Nu-nber^ 
Sm/frtStn, D^y i^he Ye^^^ Slst of December, tbe Pf ''ifi^^w^'f *.^5*Sl«f 
5S«'aU;?araate5 ; and several usefta Table, cojnectedi^ -^ S iSSSt 
nest. Tbe^trtccarefWIycofrecte*. Bf l«OBiAS BOWYBR. Price 6fclHHi^ 
and lett«re4. 

The Lakes of EngUnd. 
Tablets of mi itinerant in WESTMORLANI^. Formlngr 

; complete Guide to the SCENERY of the NSS^^^^Jii^ff^' oSl^lSiwI^ 
Coloufed Map and upwards of Forty Views, etdwd en Steel, ftMa OrifUial P»awUig». 
By GEORGE TATTEESALL. 1 Tol. post 8to. price 128. 

Bell on Impediments of Speech, 

Stammering : its causes ; practical i^^^^^^ 

complete and permanent Removal} tlie means by «^Wch LI9NNG, BURWWO, JJ« 
otHer IMPEDIMENtS of »PEE*CH, m«y be OT6r<KBac By ALEXAMBB* B»i.A.» 
Sk«fes8or of Elocatioii. Pxiee 7#.M. 

Hm-htTt't Italy. 

Italy and italtan literature. By chas. 

BERBERT, Esq. Poet 8vo. price 1^ 

A work wblcb, in the light form of a book of t'a^^l^* *?«**^*}» ^JX*S;l?lj^^ 
csl sketches of the Italian classics , a short history ^//^f P/iSf^P'^^^i^S^^^^ 
•too a Catalogue Raisonne of Italian writer* «»nin">**° H^^^^i^inJ^^^rJ^M 
■persed withbrief sketches of msnnerS, politics, and '«'if •? • ^^^JP^^^ ^^^B**^*" 
• companion to the Guide Book, and an Introduction to lUllan literature. 



Dr. Wilson's Voyage. 

Narrative of a voyage round the ivt)RLD, 

Comprehending an Account of the Wreck of the Ship Governor Ready, in Tnrree 



Character, Manners, and Customs of the Aboriginal Tribes; some Accoant oC V«l 
Dieman'b Land and New South Wales j Remarks on Transportation ; the Treatntol 
ef ConrictB during the Voyage j and Advice to Persons intending to emigrate to n« 
Oolonies. By T. B. WIItSON, M.D. Surgean, R.N. Member of the Royal GttDgmybMll 
Society. In 1 Vol. Svo. with PUtea and Map, pric« 12«. bound Mid l-»*— ^ 



Dr. Hall on Female Complaints. 
On the constitutional diseases of FEMALES. la 

Two Parts. Part FiRST-^f the Symptoms, Causes, and Prevention of Local Inflaa- 
nation. Consumption, Spinal Affections, and other Disorders incidental to Young Fe^ 
Stales. Part Sbconi>— Comprehending the several Afl^ections incidental to the middle 
and later Periods of Life, and of their Constitutional Origin. By MAB^gAtL BALL, 
U.D., F.R.S., L. & £. New fidltion, with Plates, price IBs. 

^ Digitized by VjOOQIC 
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Ammtal Pretemit* 
VoriiUME of the AFFECTIONS; or, BRIDAL OFFERING, 

Br tbe Editor of ** The Toong Oenacsaii V mmd •• My DftVfliter'**' boolw, D«dic«tad 
lo b«r Royal Highnest the PriaccM Victoria by f emiMioB» Priet ISs. haadaomelf 
boaod and gilt. 

<• We are Indebted to Mr. Cornish for aereral ptoaelnr book* ; and we bare aov to add anatber to 
Ibe ti«t, wbicb doe* eqaal credit to tbe ipeod tcBM of ibe cdHar of * The Yoniur OaatlenanV aad 
* Mf OanjtbcerV boofct, sod forma altogether a rrrg meral and rariQiu miicenany. 1 he editor** 
oripoal papers are marked b) intelligence, an acqaaintance wltbsterlinf aathors.ano a derotednbat 
b» everj wholcsoine purpose. His qwia ot^fect is to derate the female sex."— ^ilcrary dtmxtiU^ 

Young gentleman's book. Containinjr a Series of 

Chaice EMdlnga In Popular Science and Natural History i together with Retrospective 
fetsays, CouTeraations, Literary Keminlscences, &c. Price 10«. 9d, 

** This ToHiBie contains 4M pages of closely printed matter, and deserves tbe patronage of ey/err 
IHead of elementary learning, and of every p r o mo t e r of tbe dtffesiou of useful knowledge. It will 
afford much instmction and amasement to every young gentleman, and many an old one too. Tba 
■nmeronsaubiects which occupy its pages, are tteatad In a manner calculated to excite a love of the 
stady of nature, of science, and of the arts. Geology and Geography— istrnnomy and Natural History 



stady of nature, of science, and of the arts. Geology and Geography— istrnnomy and Natural History 
— Bouny and Mineraiogyi are all discuMed lo away that affords an interminable food of »maiei|ieitf» 
and lBstractioK.'>->CaMftnid!r« <|H«r<erljf Review* 

"Mv DAUGHTER'S BOOK.'» Containingr a Selection of 

approved Readlnga In Literature, Science, and the Arts, adapted to the formation of Hm 
Gnaracter of Woman. By the Editor of ** The Toung Gentleman's Book.** 

* ' My Daughter^ Book' contains a variety of notices on woman— her constitution, ber relattoaa, 
iMr accomplishments, and her duties. It is a book drawn up in tbe best spirit, because i* does aot 
fatter the vanity of tbe sex. la addition to these matters, it contains soaie ' exquisite poetry,* by 
* rarioas bands ;* and, what is no less raluable, some interesting facts regarding tbe phenomena ojf 
nature, coaversatlon, and the progress of reinement. It la a work which would tend verv powerfully 
to Instruct tbe mind, enlarge tbe aadersiandlng, purify tbe taste, and improve tbe beait.'* 

JU«ic««OMal Magaaliie» Mo. 7* 

Philosophy in sport made science in earnest. By 

a PHYSICIAN. Written expressly for the Instrucaon of his own Children. Second 
Sdltion, illustrated with numerous Cuts. 

*•* The First Edition of this valuable and InstmcUve work, comprising tliree vo* 
hnnes, was sold off in a short space of time : this New Edition haa been considerably 
improved by the Author ; is closely printed in one volume instead of tliree j and is sold 
nt 8». instead of a guinea. 

** Par a few shillings, it is impossible to get mora edaeatloa eonreyed in a mora engaflttf SHmaery 
and that too in a class of sut^ecis as yet very poorly snpplied with popular works of Instruction* 
we would sagf est to some weU.edoeated aod amiable bauly ta open an establishment for tbe pun- 
pose of teaching it alone. With pleasant gardens, nice play-grounds, two or three saloons, wlm 
little laboratories, conserT4iory, and a workshop, one family mtgbt take a large aambar dally Ibroaglk 
this aj^pUcatlon of PbUosopby to Sport.^— ^peclatfM^, Aug. iSM. 



GtUde to the Puhlie Fundi* 

Fortune's epitom e of the stocks and public funds ; 

containing facts and eventa rdatlve to the Stoeka, Funds, and other Government Secu* 
ritiea, necessary to be known by all persona connected tlierewitlt, or who are desirous «t 
Investing their capital ; with every necestary information for perfectly understanding 
Ike nature of ttteae Secnritiea, and tlie mode of doing Business therein ; including % 
foil Account of every Foreign Fund and Loan, the Dividends of which are payable in 
London. 18th Kditiou» revised and corrected by J. J. SECBETAN. Price 4s. 6d. 

Storers* Walks through Islington, 
Walks through Islington ; comprisine an Historical 

•nd Descriptive Account of that extensive And important District, both in Its Ancienfc 
and Present State : with some Particulars- on the moat Bemarkable Objects Immediatdr 
adjacent. By THOMAS CROMWELL. Illustrated by J. & H. S. STORER. Neatly 
printed in one thick vol. 13mo. embellished with 3S Views, and a Map of the Paris))> 
price 13*. doth i or ia Svo* with Proofb ox the Plates on India Paperi Sl«. 
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Ede'4 Goldsmith's Cfuide. 
Gold and silversmith's calculator and GUIDE; 

eontalnin; "Sew and Complete Tablet for showinff the value of any quntity 
jaf SiLTKR or* Goto, fk'om St. to 10«. per oz*; and firom li. b», to W. b». per .esr^ 
from one grain to one thousand ounces. • i 

Tallies of Duties as ebarrcd on Wrought Gold and Silver at the Assay* 
OiRce, Goldsmitbs^-Hau; Value of Gold at the Coinage Price; Standard and 
Current Weights of the Gold and Silver Coinage ; Assayer*s Mode of Reporting^ 
as used at His Majesty's Mint t also, a Table of the Rate of Exchange, shoidng 
the Value of the Coins used in France, Holland, Portugal, and Hambro', \ria 
refensnce to the Guinea of Bi^land. Third Edition, with considerable AdfUtlontf 
fad Improvemenu. By JAMES BDE, Goldsmith. Price ?«. bound. 
* AT.fi. ThU B9ok will be found eoeceedingly us^ul to all GoLDSMrras, jBwausM, 
WoEKUie SiLVBBsiuTHs, JPawkbboilbrs, and allperionB dealing in Silver and Gold, 

Badnall on Rail-Roads, 
ThEATISE on RAILWAY IMPROVEMENTS, explanatory of 

the chief Difficulties and Inconveniences which at present attend the General Adop» 
tionof Railways, and the Means by which these Objections may be overcome; as 
p|9ved by a series of Experiments. With Remarks on the Operation aad Effect 
of Locomotive Power. By R. BADNALL, Esq. 8vo. 7». 

Baldwin^ s Mirror of Popular Knowledge. 
Mirror of popular knowledge; containlnff TEN 

THOUSAND POINTS of USEFUL and NECESSAaY INFORMATION, adapted 
to the capacity of Youth. To which are added, Scibntivic RieoaBATioiis, or Vb^ 
yrvLY and BaoJkusB of Scibmcb. By the Rev. PERCY BALDWIN, MJI. Price dt. 6tf» 



WILUAMS*S TREASURY OF USEFUL KNOWLEDGE. 

To English Parents and Teachers, 

Preceptor's assistant; or, miscellaneous proposi- 

^ons and Soumom in Gbhbbal LrrsaATuaB, History, and Sgibhcb* By the Rev* 
DAVID WILLIAMS, M .A. New and enlarged Edition, embellished with beaatifol^ 
flteel Plates and Woodcuts, price be, bound and gilt. i 

fit This unrlf ailed Worlc forms an ENCYCLOP^DIAN EPITOME of KNOW^ 
I^DGE, in GENERAL LITERATURE, SCIENCE, and HISTORY, and is admirably 
adapted to stimulate curiosity, expand and form the minds of youth, and supply 
that information which can only be obtained by extensive and multifarious reaAp>' 
faig ; in truth, the various and interesting facts and principles which it cotttaiov 
nre not only capable of furnishing youth with a respectable portion oievery sp*.^ 
Ae% of general knowledge, and of inculcating liabils of observation and reflection 
in the Juvenile mind, but also of increasing the knowledge and attainments of the 
did, and of supplying them with an inexhaustible fund of Information ofGfiN£RAI» 
SCIENCE and POLnPE LITERATURE. 

Among the various topics of which the Work treats, are^ 



1. General History 

2. Grecian History 
S« Roman History 
4. English History 
^ Formation and 

Structure of the 
Universe 
^ Astronomy 

7, NaturalHistory 

8. Arts and Scieu- 



9. Fine ArU 

10. Rhetoric and 
Belle 1 Lettret 

11. Literature in 
general 

13. Philosophy 
IS. Chronology 

14. Mythology 

15. Mineralogy 

16. Heraldry 



17. Music 

IS. Agriculture 

19. British Conbtitu- 

(ion 
SO. Botany 
91. Chemistry 
89. Religion 
9i. Sacred History 
94. A Variety of 

Useful and in- 



teresting fnlbr- 
forroatioa 

96. The Manners of 
Addressing ^mA 
Writinir to tho 
dllFereni Kaafcc 
«>f Society, ft^o. ' 

96. Forms ofPrttyera 
for Younif rerw 
sons 
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Chess. 
OhESS made EASY; being a new Introduction to the Rudimenta 

of that scientific and popular Game, written in a ftuniliar manner, fi>i^ the uteof 
Beginners, by GBOBGB WAXJLER, Teacher of Chess. Price U, ed, 

IVeW treatise on CHESS; containing the Rudiments of th«* 

Game, explained on Scientific Principles; \ritb the best Methods of Playing 
the most brilliant Openings and diflicnlt Ends of Games, as practised by the first 
Flayers of the London and Westminster Chess Clnbs; incindinr numerous oririnal 
Positions ; and a Solution of Fifty Mew Chess Problems. By GB0R6B WAfiKKR. 
Second Edilion, price 5«. 6tL 

o^** The Second Edition of Mr. Walker's Treatise on Chess is entirely re-writtei^ 
with much new and original matter; including a complete analysis of the Musio aAd^ 
Bishop's Gambits, the best Methods of Playing, which have neyer before been pal>- 
Ushed. The work (price only 6s. 6d.) Is closely printed with small letter, and oo»> 
tains more information than will be found in a gninea volume on the same subject. 

4y^ In the great match by correspondence played between the Paris and Wes^ 
minster Chess Clubs, it was agreed that the games shall be played according to 
the Boles laid down in WAuua's Treatise. 

Games at Chess, played hy Philidor and his Contemporariee. 
Selection of games at chess, actuaUy played by 

PHILIDOR and his CONTEMPORARIES. Now first published, from the^ original 
Maanscripts, with Notes and Additions, by GEORGE WALKER. Price &«. 

%* This Tolnme comprises Games played by the first players in England, con- 
temporary with Philidor; includinr nearly Fifty played by Philidor hinmelf. with 
Bowdler, Beaurevoir, Conway, Atwood. Ac. The whole taken frem original 
manuscripts, recently discovered. Mr. Walkbr has appended a new Analysis of 
the Pawn-and-three-inoves Opening ; also tliat curious variety of Chess lately 
tatrodvced in France, called *• La Partle des Pinns/* Ac. With a view to extensive 
circulation, the book is printed in small type, and of the same sixe as Mr. WAinui't 
Tasatisb ok Cbbbs. 

Draughts. 
StURGES' guide to the GAME of DRAUGHTS, in which x\m 

whole Theory and Practice of that scientific Recreation are dearly illustrated. 
Including many Hundred Games played out, and Ovb HuiinaBD Ann Fivtt curioep 
Positions played on Diagrams. Mew Edition, revised and improved by GEORGB 
WALKER, price 4«.6<i. 

*«• This Work is by fhr the most complete ever published on the subject; an^ 
being printed in small type, contains more matter than a fashionable octavo. A 
new Introduction to the Rudiments of Draughts is prefixed, as well as the Laws of 
the Game recognised throughout England. 

HOYLE'S CARD GAMES, complete, comprehending Twenty 

Game*, including WHIST, CRIBBAGB, ALL FOURS, Ac Ac. By T. HUGHES. 1« • 

G-ERMAN POPULAR STORIES, collected by MM. GRIMM, 

Arom Oral Tradition. Fourth Edition, illustrated with 29 Etchinga by GBORQlS 
CRUIKSHANK. S vols. 14«. bound. 

" T^}* i!?** .*i'*''*t.''** ^ '■ *•»• POMCMioB of the flian si a cnrlotity, and of the child as an amaet- 
ment.'*— /IV«w Momthtg Magaxiue. 



-r Jli^'t*' ..**'** *•?* German rarietle* in ihete welLkaown talei, and the clerer detif ot of Geoife 
Oraikshaok. certain It is that the roiumes deserve onqaalilled pni$t.»^Ut. Gaz. 
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Shawns Parish Officer* s Guide, 

TO THE CLEB43Y, PAROCHIAL OFFICERS, AND RATE-PAYERS OP TBB 

BRITISH DOMINIONS. 



Price 5f . «<L a New Bditien, beiitp tbe 4lk, of (he 

Parochial lawyer; ©r, churchwardens' and 

OITERSBERS* GUIDE : oentainlnff the wliole of the Statdtb Law, wHh the De* 
dsions of the Courts of Law and Ecclesiastical Jurisdietion, on the DiHiet» 
Powers, an4 Liabilities of those Officers, with full and plain Instractioiu fbr their 
legal and efficient discharge; and embodying all that is useful and pnicticid in 
DgAM PainsAox's " IfUtriicUfu U Churehwar4eH9,^ By JAMBS SHAW» Esq. ef 
tie Honourable Society of the Middle Temple. Author of ** Every Man hit Ovn 
Ijawyer; or a Practical Exposition of the Laws of England." 

'•«« In the New Edition of this popular work are now first added— A Stvopsts of 
Parochial Statistics; — SooaBsnoMs for the Ambuoration of the Condition of the 
Poor ;— Means fbr preventing the Increase of Parish Paupers, for diminishing the 
burthens and relief of Ratb-Patbrs, and for exonerating Parishes from tiie Mofli. 

Sate expenditure and vexatious proceedingsof Select Vestries; together wttli the 
TEW ACT for tbe Ambnumbnt of the POOR LAWS, digested under distinct heads, 
for proBAot reference. 

The Work is divided into Four Parts ; the ftrsl and second re!ate to the Dutlei^ 
Powers, and Responsibility of Churchwardens and Overseers, with the Mfmage- 
meat. Relief, and Employment of the Poor, by Select Vestijf^ Guardians^ at 
Truateei, The third and fourth Parts embrace the Law, Practice, and Proceed- 
inirs of Open and Select Vestries, with some necessary infbrmatloa respectlB|r tti» 
Office of Vbstay Cuuuc, Pabisb CueaK, Cobstablbs, Sbxtobs, &e. 

Alderson on Steam. 
Essay on the nature and APPLICAXrON of STEAM 

to the various purposes of WARMING ROOMS, HEATING DRYINQ-HOUSES, 
MANUFACTURING SUGAR and SALT, COOKING, &c. &c.; the whole of which 
are treated of in such a way as to furufsh sufficient information to the manufactur- 
ing of most of the apparatus mentioned. By M. A. ALDERSON, Civn. Emoibbcb. 
Illustrated by numerous Plates of' Steam Engines employed for manufacturinc 
purposes ; the propelling of Carriages on Railways, on tbe common Road, eaa 
Btcam Shins; also Stenm Sugar and Salt Manufactories, Warming ApparatuB* 
Ac. Ac; with Plates of the most improved Boilers. 

**Ad Essay, and an Hiitoriral Notice of the Rise and pmi^'essiye ImproTement of this SBlf(liCy 
ipspsar power, lias been juat publlslied, whicli may be censideretl the most complete account of It that 
has yet proceeded from tbe press, inasmuch as it not only traces bacic its origin, bat czamiaes and 
describes all the variuus discoveries that hare been made up to the present moment, with the view of 
further dereiopinic its almost Influite capabilities. The author of this worli Is Mr. Aldemon, Civil 
Sogineer ; and for it he received the Prize last year from tbe Mechanics' lostitute. It ia notduBciilC 
ip conceive that he merited such a distinction, for he talies a very clear view of bia sui^ect. a«d 
explains himself with scientific lucidncss and ioteUigibiUty, although with unaffected simplicity, 
Theqaestion rejcarding the expediency* of establishing Rait-Roads and Steaa-Carriafea to nni fta 
tbe common highwHy he discusses with much impartiality. At the presfnt moment, such a work, 
snd its dhneasions are very moderate, should be generaltj consulted.'*— tfor».i!ler«4<<, July IS, lt34. 

Death -Blow to Fraud and Adulteration. 

Deadly adulteration and slow poisoning un- 

MASKED ; in which the blood-empoisoning and life-destroying AduUerationf of 
the Necessaries and liuxuries of Life, particularly Wines, Spirits, Beer, Br^adi, 
Tea, Confectionary, and Medicines, are distcovered : with ready Tests or Afethoda 
fbr detecting the Fraudulent Adulterations, or the Good and Bad Quftlities. New 
Edition. By AN ENEMY OF FRAUD AND VILIJkNY. Price b». bound ia dotk. 

** Tha use and excellence of (his admirable volume should be knowa to every person who tsIms 
health and life.'*— Mon/Aly QattUe of HtaUh. 

. *' We have not lately met with a volume which contaioi more useful infonnation sod a 
natter than the present oae.''— JfoalAJy Rtiiiew, 
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Curtis on Grasses. 
Hints on the management of grass LAND; MrUh 

PrncticRl Dli^etioiw for Laying Down or Improving MEADOWS and PA8TURBS- 
an Enumeration of Grass Seeds of the most nutriiioas property, and beat adapwa 
for Dairy Pasture, Hay, Green food, or for fattening Stock : with Instructions for 
Sowing, and the best Seasons fer performing it. By W. CURTIS. Illustrated b j 
coloured Plates of Grasses. Price 8». _ _ , 

Seventh Edition, with Instructions fbr the Management of Grass Land, a»in 
Uratning, Manuring, Harrowing, Rolling, and Weeding ; also the Mode of expe- 
ditiously converting Arable Land into Pasture, by Turfing or Transplanting, as 
successfully practised, with the patronage of Mr. Coke, of Uolkhain, on his Farms 
in Norfulk^nder the Direction of his Steward, Bftr. Blakie. 

I>rSSERTATION on the NATURE of SOILS, and the 

PROPERTIES of MANURE; with Instruclionsfor making 16 VaKieties of a Un^ 
versal Compost, being a valuable substitute for Dung, as a dressing for all descrip- 
tions of Soil, rendering Arable and Pasture Lands fruitful, keeps the ground clean, 
in good heart, and in a healthy condition; at one-tenth cost of Manuring wittt 
Dung. 6*. bds. . -, ' 

••• " From the extreme simplicity and moderate expense in making this Compos^ 
and the benefit il will confer on the industrious Husbandman, its general use in 
every part of the British Empire may, with certainty, be anticipated ; and tj 
Experimental Farms were eslablithed in different di<itricts throughout Great 
Britain, under the fostering care of Government, the plan laid down would do 
much towards improving the internal state of the country." —i?r«««/ii^tfrmer 9 Mag, 

Sir John Sinclair on Agriculture. 

Code of agriculture ; including: Observations and Instrua- 
tioos on the, most essential means for carrying on the Improvemente and Cultiva- 
tion of a Farm, as to 

Climate, I Implements, I Water and Paring, Burning, and Fallowing, 

Soil, Farm Servants, Making Ponds, Flooding, Irrigation, and Embank- 

Manure, | Live Stock, | Farm Roads, ments ; 

On the various Modes of Occupying and Improving of Arable and Grass Lands; 
on the proiluction of a Rotation Crop; and on Dairy Husbandry; Seasons for 
Sowing; on the Choice, Quality, and Change of Seed; and on Gardens, Orchards, 
Woods, and Plantations. By the Right Hon. Sir JOHN SINCLAIR, Bart. Founder 
of the Board of Agriculture. 5th Edition, with plates, considerably improved, IL 

« Sir John Sinclair'* « Code of Agriculture' i« one of the most valuable bookB of the year. Id point 




indiridoal who has any turn for agricultural pursuit*."— MoHtAJy Afo^astiw* 



Printed uniform with the Million qf FacU. 

Arts of life and CIVILIZATION; with Accounts of all tU 

USEFUL PRODUCTS of NATURE and INDUSTRY, and Practical Details of 
Processes in Manufactures, Chemistry, Pharmacy, Building, Mechanics, and other 
Social Sciences, alphabetically arranged, according to the best Authorities and 
latest Discoveries. In 1400 columns of Nonpareil type, forming a very thick volume 
in duodecimo, price 14*. bound. By SIR RICHARD PHILLIPS. 

It is a work of Processes, and of Practical Details relative to whatever men da 
in Society ; and it applies, in a satisfactory manner, to every pursuit of Profit, 
Industry, and Produciion, from the Workshop to the Laboratory, from the Kitchen 
to the Boudoir, andfrom the Farm to tlie Ornamental Garden. On all these sub- 
jecto it is a perfect Library of Indispensable and Constant Reference. 

" i have often regretted that we have not such a Dictionary of the Chemical, M«- 
cbanical, and Useful Arts, practised in civilised Society, as would enable a willing 
Savage, or a barbarous People, at once to profit by all our discoveries.*'— Fiunkuw* 
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COOKE'S TOPOGRAPHICAL LIBRARY. 



Illustrated with 10 Views and 2 Coloured Maps, price 4s, sewed. 
Part I. containing Cornwall, of 

COOKE'S 
TOPOGRAPHICAL LIBRARY, 

OR 

POCKET COUNTY DIRECTORY: 

CONTAIMINO 

An Accurate and Comprehensive 
TOPOGRAPfflCAL AND STATISTICAL DESCRIPTION 

OF ALL TBE 

COUNTIES 

IN 

0tt0latttr* SlS!aale0, ^(otlanH, antr IreUnH. 

A PBRFBCT acquainlance with the Local History and internal Advantages of 
our Native Country is certainly one of the most useful, ornaniental,and desirable 
branches of hnman knowledge; and it will readily be admitted tliat there is not 
a nation in the world more generally interesting to the scientific observer than 
that of Great Britain. 

COOKE'S TOPOGRAPHICAL LIBRARY forms a complete FICTURB of the 
BRITISH EMPIRE, and contains a particular Account of the 

Agriculture, Picturesque Scenery^ 

Fairs, Natural History, 

Markets, Civil and EcclesSaedoel 

Monuments Jurisdiction, 

Curiosities, &c. &o. 
Antiquities, 

of all the Counties in England, WxtEs, Scotland, and I&sland ; the whole Inter- 
spersed with a variety of Information, entertaining to the general Reader — 
biglily beneficial to the Agriculturist, Trader, and Manufacturer— and particu- 
larly interesting to the Traveller, Speculatist, Antiquarian, and, in short, tp eresy 
Inhabitant of the World. 

The Work is highly illustrated with a complete Series of County Mafb, aecn- 
rately Coloorbd, and Embellished with upwards of Tbree Hundred Picturesque 
Views of Towns, Castles, Crdrchrs, Catbbdrals, Natubal CuaiosrriBa, Nosuuuai's 
aud <;bntlemi'm*s Skats, Drdidical Remains, &c. Ac* 

The division of the Work into separate Counties affords great acoomrnodeCVn 
to the Public, in selecting such portions as may be wished ; thus the We«te*n 
Circuit of England comprehends Cobnwau.,Dbvon, Dorset, Somebsbt, Wu-ts, end 
Hakts, and forms Four interesting Volumes- The other Five Circttits of tbe 
Judges may be selected and bound up in the like manner. 

To each County are prefixed a List of the Markets and Fairs, an fnont* 
shewing the Distancb of every Town from London, and of Towns from each others 
also a Copious TRAVELLING COUNTY GUIDE, describing all the Roads, Inns, 
Distances of Stages, Noblemen's and Gentlemen's Seals, &c. forming 

A COMPLETE COUNTY ITINERARY. 

The Plan of this Work has received particular approbation, flrom in beli% 
divided into Easy Journeys ; by which means. Persons, either Ridineor on Foot, 
have the opportunity of viewing many beauties which otherwise might be uiisaed : 
anil to frequenters of the various Watering Places, it will be found a i 
agreeable Guide and CoiiPABioir. 



Situation, 


Mines, 


Extent, 


Minerals, 


Towns, 


Fisheries, 


Roads, 


Manufactures, 


Rivers, 


Trade, 


Lakes, 


Commerce, 
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Bedfordshire SO 

Berkshire 3 6 

Buckinffhainsh. ..SO 
Cambriilgesh. ....S 

Seshire 8 ft 
rnwall 4 

Orniber I aud . . . . * t> 

Derbyshire S o 

Devonshire 4 

DorsetMbire SO 

Durham S 

Essex S 

Gloucestershire ..8 

Hampshire 8 

Herefordshire SO 



Scotland (6 parts) »lt A 

Shropshire S 

Somersetshire ».....S 6 
South Wales ..^....8 6 

Staffordshire «8 O 

Suffolk SO 

Surrey ...^.........8 O 

Sussex .^..8 O 

Warwickshire ......8 O 

Westmoreland S o 

Wiltshire SO 

Worcestershire .....8 O 

Yorkshire 4 

Isles of Wight, &c..,SO 
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Cookers Topographical Library — continued. 
The Parts vary in price according to the sise of the County, none of tlieai . 
exceeding Four Shillings, any of which may be had separately, yiz. 

Herttbrdshire SO 

Huntingdonshire and 
Rutlandshire ....SO 

Kent 4 

Lancashire ......... 4 

Leicestershire 8 

Lincolnshire 8 

Middlesex ..4 

Monmouthshire .....S 

NorfolIC 8 

Northnmptonsh. 8 

North Wales « 6 

Northumberland ....8 

Nottinghamsh S 

Oxfordshire 8 

t4f In order to render this Work as perfect and useful as poosihle, eorreet Maps, 
and accurate Itineraries, have been considered indispensably necessary. In treating 
o^tAe Ancient History q/* our Island^ tHe most Authentic Accounts only have been, 
detaitedt avoiding mere speculation; and in describing Monuments of Antiquity. 
tkeir present appearances, with the opinions of the learned upon their origin, have been 
deemed sufficient. The Topographical Descriptions have been drawn from the best 
works upon the subject, from original materials, and from actual observation, No 
puins have been spared in producing Authentic Historical Accounts of the Ancient and 
Present State or every^art of the Country. The name of every Eminent Native 
will be found recorded. The Natural History of the British Islands has claimed parti' 
aular attention. Oreat care has been taken with the Local Trade and Manufactures 
qf every part of Oreat Britain ; and no opportunity has been omitted to point out fa-, 
wmrable situations for the exercise of Industry^ and the benefieUU f^plication ef 
Capital. 

CoOK'S GUIDE to the LAKES of CUMBERLAND, WEST- 

nORELAND, and LANCASHIRE; including a Description of the surrounding 
Scenery, the Vales, Mountains, adj.acent Towns and Villages, Local Peculiariti«B, 
9s.ed. 

CoOKE'S WALKS throujfh LONDON ; or, a PICTURE of the 

BRITISH METROPOLIS, in the Year 1833; containing Architectural Descriptions 
of the Buildings in London, Westminster, and Soatbwark, and their Environs ; 
being a complete Guide to the Casual Visitor, or Constant Resident. Embel- 
lished with numerous Cuts and Map, 6#. 

** It is one of tbe pleasautest and most iostrucUre companions that one cmi have about oosi, wtiil* 
prrarabnlatiuf the metropolis; we recommend the little book to those wlto wish to have an e>a«t 
Idea of London/'— 06«erv«r, Jan. IS. 

** This is a very inierestinf pocket voUme. It contains a description of ever? tbinf and plaf e ot 
aoiusement in London and the sarroumiinir districu: and, in talcing us througn twenty-one walks, 
most pleasantly poinU oai all that is iastractive and laterestinf."— >Fee*/y R«gUter,i%u. is. 

Picture of the isle of wight : with twenty -six 

of the most interesting: Views throughout the Island, drawn and engraved by 
COOKE. To which are prefixed, an ACCOUNT of the ISLAND, and a VOYAGfi 
round ITS COAST. Price VU. 

Evans S walks through north and SOUTH VTALES; 

containing a Topographical and Statistical Description of the Principality t also 
a Copious TraveUing Guide, exhibiting the Direct and Cross-roads, Inns, Dk« 
lances of Stages, and Noblemen*s Seats^ With Maps and Views. 8s. bound. 

Steam-boat companion from London to 

ORAVESBND, 80UTHBND, HBRNE BAY, MARGATE, and RAMSGATEj eon* 
taining a Topographical Notice of the several Towns, Villages, Public Building«« 
and Noblemen and Gentleman's Seats. Illustrated with a Coloured Frontispiece* 
exhibiting a PICTURESQUE VlKW of every thing worthy of Observation on the 
Middlesex, EsseA', Surrejn and Kentish Shores , between Loudon and lUiBisgate, !•• 
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BOOKS OF TRADES AND USEFUL ARTS. 

The following Work Books comprehend a valaable Series of Practical and dUUoct 
Treatises, expressly adapted to tiie daily Busioese of the Operative, Artist, and Me- 
. Chanic. The object of the several writers has been to concentrate the best Practical 
Information on the different subjects into- as small a compass as possible} and, by tbe 
knowledge and experience of several skilful and practical Mechanics, who have liberally 
ooatribut«d to the objects desired, the varioos books may be considered as yade-mecam« 
Gtf the Trades to which they relate. 



Thefirst six by C. F. Partington, Esq. 

1. Clock and watch 

MAKER'S GUIDE} comprehending the 
early History of the Art, its Progressive 
Improvement, and Present State. 2a, 

2. Coach MAKER' Sand 

WHEELWRIGHT'S GUIDE j compre- 
hending the Theory and Construction of 
Wheel Carriages, 1*. 6d. 

S.ShIPBUILDER'SGUIDE; 

comprehending the Theory and Practice 
of Naval Architecture. 3«. 6i. 

4. BUILDER'S GUIDE; 

comprehending the Theory and Practice 
of the several departments of Archi- 
tecture, Bricklaying, Brickmaking, Ma- 
sonry, Carpentry, Jo nery. Painting, and 
Plumbing. With Useful Information 
on the Application and Durability of Ma- 
terials. &c. 7«. 

a. PRINTER'S GUIDE ; con- 
taining a Sketch of the History and 
Progress of Printing to its Present State 
of Improvement j Details of its several 
Pepartments ; numerous Schemes of 
Imposition ; Modem Improvements in 
Stereotype, Presses, and Machinery. 

6. ENGRAVER'S GUID^; 

with its Modern Improvements in Steel 
Plates, Lithography, &c. 1*. 6d. 

•»♦ Thfse Six TreatUes, coUeclively, form a 
large and inlerestivg yolume, and will be found 
a valuable acqiiisUion to Young Mtchantck ; thry 
maybe had,neaHyb(.uttd in ctothyfo> 15*. being 
9i* lets than when purchased teyaraUly. 

7. Cabinet-maker's 

GUIDE ; or. Rules and Instructions in 
the Art of Varnishing, Dying, Staining, 
Japanning, Polishing, Lacquering, and 
Beautifying Wood, Ivory, Tortolse- 
fchell, and Metal. By G. A. SIDDONS. 
5th Edition. 3;. Qd. 

*« We stronijW recommend Ibis as a vade- 
meeunu which should be in the pocket of every 
Cabinet-maker."— Cri/ic«i Gazelle. 

8. DyER'S GUIDE ; a Com- 

pendium of the Art of Dying Linen, 
Cotton, Silk, Wool, Muslin, Dresses, 
Furniture, &c. ; the Method of Scouring 
and Bleaching. By T. PACKER, Dyer 
tmd Chemist. 6f. 



9. HOUSE-PAINTER'S and 

COLOURMAN'S GUIDE; a Treatise 
on the Preparation of Colours, and their 
Application to the different kinds of 
Painting ; in which is described the Art 
of HoirsB Painting. By P. P.TINGBY. 
8rd Edition, improved. 7s, 

IO.VaRNISHER'S GUIDE; 

a Practical Treatise on the Art of Making 
and Applying Varnishes, to Painting, and 
to other branches of ttie Arts. With 
new Observations and Experiments on 
Copal ; on the Substances employed in 
the Composition of Varnish. By P. F» 
TINGRY. 6*. 



The three following are bp 
John Nicholson, Esq. Civil Engineer. 

11. Builders practi- 

CAL GUIDE ; containing an Explanati<Mi 
of the Principles of Science, as applied 
to Building; c<Hnprising an entire 
Course of Instruction for Masons, 
Bricklayers, Carpenters, Joiners, Plas- 
terers, Slaters, Plumbers, Glaziers, 
and Painters j with the Customary Me- 
thods of Estimating, Measuring, and 
Charging. 7s, Plates. 

12. M ILLWRIGHT'S 

GUIDE J a Practical Treatise on the 
Construction of all kinds of Mill Work, 
and the Application of the Power of 
Wind and Water. Plates. Is, 

13. Practical essay 

on the Construction and Use of the 
STEAM ENGINE, and on the Applica- 
tion of Power from Steam. 2«. 64. 

14. Practical view of 

the most remarkable Public Works 
and National' Improvements of the 
British Empire ; elucidated by Engrav- 
ings of Plans, Elevations, Sections, and 
Details; including the most striking 
Examples of British Science, Skill, 
Power, Ingenuity, and Perseverance, 
as exhibited in our Bridges, whether of 
Stone or Iron (including Suspension 
Bridges), Canals, Locks, Ports^ Piers, 
Docks, Lighthouses, Railways. &c. &e. 
Prom the French of BARON DUPIN. 
With Twenty-Six Plates. 7«* 
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I9ICH0L80N*S CODE OF BIECHANICAL SCIENCB, 
JBeing a complete Encyclopedia of Practical Knowledge ^ con- 
taiwing nearly One Thousand Pages of Print, and illustrated hg 
One Hundred Copper-plate Engravings, comprising One Thousand 
Subjects o/Mechanical Science. 

Operative mechanic and British machinist : com^ 

prebendiur a complete and systematic Derelopment both of the Theory and 
Practice of the Productive Arts, in their present state of nnriTalled perfecticm; 
and exhibiting the actual Construction and practical Uses of all the Machinery and 
Implements noir used in Great Britain, with the real Processes adopted in perfect- 
tinir the National Manufactures of every description. By JOHN NICHOLSON, 
Esq, Civil Engineer. In One large Volume Octavo, Third £dition, \l, 11«. 64. bolf- 
boand; or in Thirty Weekly Numbers, 1«. each. 

This vork displays in a cheap and succinct form, and in a correct and eoro* 
prehensive manner, tlie actual state of Scientific Improvement as at present ap* 
plied to the productive Industry of this Empire ; not as the same knowledge vnw 
exists in Books, but as actually found in Workshops and Manufactories of the highest 
Character, as reganls Carpentry, Joinery , Maaonrif and every branch of the Build* 
lag Art. It conveys very desirable information relative to Engines and Con- 
structions pirticiUarly-as MILL WORK, HYDRAULICS, PRINTING MACHIN- 
ERY, CLOCKS and WATCHES, and to all Branches of the METALLIC, WOOLLEN, 
COTTON, LINEN, SILK, PAJPBR, PORCELAIN, and other important Manu- 
fkctures. 

To this new Edition of the OPERATIVE MECHANIC, the Proprietors have 
made very conaiderabe Additions, by way of Supplement, exhibiting a COMPLETE 
VIEW of the PUBLIC WORKS uf this COUNTRY, by the BARON DUPIN. This 
invaluable Department presents a Series of PLANS, ELEVATIONS, SECTIONS, 
and DETAILS, eqaisitively engraved, including the most striking Examples of 
British Science, Skill, Power, Ingenuity, and Perseverance, as exhibited in our 
BR1I)6ES,whetherofSrONEorIKON(inclu(lingSUSFENSIONBRIDOES),CANALS, 
IjOCKS, PORTS, PIERS, DOCKS, LIGHTHOUSES, "RAILWAYS, LOCOMOTlVB 
ENGINES, Ac. Ac. It is therefore equally valuable to the Intelligent Workman, 
the Scientific Master Manufacturer, and the ingenious Projector. 



WhittockU Painter* s and Glazier'* s Guide, 

Decorative painter's and glazier's complete 

GUIDE; containing the most approved Methods of imitating Oak, Mahogany, 
Maple, Rose, Cedar, Coral, and every other kind of Fancy Wood ; Verd Antique, 
Dove, Sienna, White Porphyry, Veined, and other Marbles, in Oil or Distemper 
Colour; Designs for Decorating Apartments, in accordance with the varions 
Styles of Architecture; Directions for Stencilling, and Process for Destroying 
Damps in Rooms, with Instructions and Patterns for Painting Transparent Blinds; 
also,a complete Body of Information on the Art of Staining and Painting on Glass; 
Plans for the Erection of Apparatus for annealing it; and the method of joining 
Figures together by leading, with Examples from Ancient Windows. By NA- 
THANIEL WHIT rOCK, assisted by the most experienced and practical Artiians 
in every Deparunent of Decorative Painting and Glaxing. 

The Work is complete in Fifty Numbers, and illustrated with One Hcndbrd 
Em^leii ATicAL Platbs, forming a splendid Volume in Quarto, and may be had, 
bound and lettered, price <i. 14«. 

*•• "A work containing nameroas well-coloured and espUnatory plates; a work which nefttier 
the Decorative Painttr, Gtaxier, nor even the Farnlsher, <lioald be wltiioat; a work whose copioos- 
ne»« of detail, and accuracy ofpraetiral iorormatioB on the varioss sohjects of w'lich it treats, has no 
rival: here the Painter, the VarMtthtr, the Olnxier, and the Glatt-atminer, will And what no other 
book conUint, namely, directions for the prmctical applicatiim of their re«pecUve vctM."-~Tingrg*t 
ramUher't Ouidt, 
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Specimens of Marbles for Decorative Painters. 

Specimens of marbles for decorations, from the Ox. 

ford Collection in the Radcliffe Library and the Ashmolean Museum, calculated ' 
ft>r the Use of OaNAMBNTAL PAINTERS; forming a Supplement, and sold 
separately for the Accommodation of Purchasers of the First Edition of " The 
Painter's and Glazier's Guide.** By NATHANIEL WHITTOCK. Price 9#. lUus- 
trated with Seventeen Plates, printed on Quarto, and accurately coloured. 

Whittock's Shop Profits, 

Views of the Most EWant SHOP FRONTS in LONDON : 

also ORIOrNAL DESIGNS ; with Observations and Hints for Improviuff Shop 
Fronts in general, by giving them variety and character, and an appropriate • 
style of decoration, In accordance with the several tfades carried on within them. ' 
Selected as a Guide to the Public, and for the Use of Architects, Builders, Car- 
penters, and Painters, in the Erection of New Houses, or the Altering Old Ones. 
Illustrated with 16 Plates. Elegantly printed in 4to., and accurately coloaredU t 
By N. WHITTOCK, Author of the Decorative Painter's and Glacier's Guide. 



ViNTNER'S, BREWER'S, SPIRIT MERCHANT'S, and LI- 

CgSNSED VICTUALLER'S GUIDE and INSTRUCTOR ; containing an extensive 
Collection of approved RECEIPTS, (many of them never before published), for 
MANUFACTURING WINES, MALT LIQUORS, CIDER, PERRY, VINEGAR, 
SPIRITS, LIQUORS, ESSENCES, CORDIALS, and COMPOUNDS, in accordance 
with the present improved PRACTICE ; IMPORTANT HINTS on CELLARING, 
and the general Management of all the Articles enumerated ; Abstracts of the - 
Laws affecting Innkeepers, with various Tables, and Miscellaneous Matter for 
constant Reference. Arranged with particular altenlion to the Interests of the . 
Trauk, as well as for the use of Private Families and Gentlemen's Butlers, &c. 
By a PRACTICAL MAN. Fifth EdiUon. 

Brewing, an^ Malting, 

Practical treatise on brewing the various 

SORTS of MALT LIQUOR, and the mode of using the Thermometer and Saccba- 
rometer rendered easy to every capacity : forming a complete Guide in brewing 
LONDON PORTER, BROWN STOUT, and every other description of Ale and 
Beer. To whicb are added. General Instructions for malting Malt. By alf^y^ 
MORRICE« Common Brewer. Eighth Edition, 8vo. 8#. ■ 

darkens Complete Cellarman^ Sfc, 

Publican and innkeeper's practical guide. mA 

WINE and SPIRIT DEALER*S ASSISTANT; containing the most approved 
methods of Managing, Preserving, and Improving Wines, Spirits , and Malt 
Liquors; the Composition and Management of Cordials and Compounds ; Practi^Al 
Instructions for the advantageous Selection, Sale, and Purchase of Wines and 
8|>irits ; deduced from long and extensive experience in the Management of large 
Wine and Spirit Vaults; with particular Directions for Mixing, Reducing, aud 
Improving the Quality of Wines, Spirits, &c. The Laws and Excise Regulatioua 
affecting Publicans and Wine and Spirit Dealers; the Statutes for Quarlering 
and Billeting Soldiers ; the Post-Horse Duties and Regulations; and Precautiooi* 
ary Instructions to Persons entering into the Public Line. Bf WILLIAM 
GC4ARKB. Price 7«. bound in cloth. 

Art. of brewing on scientific principles. 

Adapted to the Use of Brejirers and Private Families; with the value and ikn- 
lK>rtance of the Saccbarometer. The whole system of Ale, Table Beer, and 
Porter Brewing, and the Names and Proportions of the various Ingredients used 
by Porfer Brewers (but prohibited by the Excise) made public. To which are 
added. Directions for Family Brewing ; making Cider, Perry, Home-made Wines, 
Ac. Ac. Price «#. fid. 
**■ A great body of pnctical hiformftUon compresied into a small rolame.''— JU«n<A{y Critical Gas, 
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Duhranfaut on Rectification and Distilling, 

Complete treatise on the whole art of distil- 

IjATION, with Pk actio ae. Instruotioiis for preparing Spiritoocs laqcoRS from Coas, 
Potatoes, Bect-Roots, and other Farinaceous and Surary Vegetables} partlcn- 
larly osefnl to MALTSTERS, BREWERS, and VIN^AR MAKERS. Also, the 
ART of RECTIFICATION, in which is particularly treated the nature of EssErriM 
Oils, as the influential causes of the Tastes and FlaTours of Spirits. From the 
French of DUBRANFAUT, by JOHN SHERIDAN. To which is prefixed, the 
DISTILLBR^S PRACTICAL GUIDE, wilb genuine Receipts for makiufc RUM. 
BRANDY, HOLLANDS, GIN, and all sorts of Compound* ^ Cordials^ and Liquors 
Price 198, In cloth, illustrated with numerous Cuts of improved Apparatus used la 
DistillatioD. 

Private gentleman's wine and spirit celiar 

DIRECTORY ; containing Full and Practical Instructions for the Selection, Pur- 
diase. Management, and Preservation of Foreign Wines and Spirits. By the 
Author of the FAMILY BRITISH WINE MAKER'S ORACLE. Price 7«. 

*^* •* More than nine-tenths of the wine imported into this country is eitherflpoiled 
or impoverished by the ignorance or mismanagement of the wine dealer or ttke 
purchaser; as at present conducted the management of a wine-cellar is in most 
cases all random,hap-haeard, and guess work,-'onght we tobe surprised at the con- 
sequences ?— No book Is more wanted than a good, practical, and complete one 
on this important subject ; it would be worth iU weight in gold.**— Dr. Render nm*9 
BUtm-Sf qf fTinei. 

DODSLEY'S ORIGINAL CELLAR-BOOK; or, the Butler's 

Assistant in keeping a regular Account of his Wines, Liquors, &c. ; exhibiting 
At one view, the receipt of wine, the consumption, and the stock in hand. Price 
1«. 6d. Published Annually. 

Sturges's PuhlicanU Ledger. 
Publican's journal and ledger, on an original 

Plan; much approved by the Commissioners of the different Courts of Requests : 
to which are added, a New Ret of Tables calculated by Mr. William Tate, fit>r 
Gauging Casks of every usual Dimensions, whereby the Quantity in Gallons and 
Quarts is instantly shown, by taking the wet Inches : also, a Summary of tike 
Laws affecting Publicans and Innkeepers, with Useful Hints to Publicans in 
General. By JOSHUA STUROES, Author of a Treatise onrthe Game of Draughts. 
A new Edition, with Improvements. Price, for One Year^ 39.9d. sewed, or bi,6d, 
liolf-bouod; for Two Yean^ 9«.6<L; and for Three Year^ IS9. half-bound. 

Freemasonry, 
FREEMASON'S QUARTERLY REVIEW; consistinf? of 

Reminiscences, Memoir*, Original Papers and Essays, and Masonic lutelligeAce 
from all the Lodges in the WorlcL Number I to 9, 8«. each. Published Quarterly. 

SlONS and SYMBOLS, Illustrated and Explained, in a ooaree of 

TWELVE LECTURES on FREEMASONRY. 1 volume Svo. Second Edit&oa. By 
the Rev. O. OLLIVER. 

*• What i* Masonry ! 
A beaatifui sysiem of oiorattty, veiled io alleflr<H7 and fltiistrsted by S YMDOCA.'^ 

JTaCHIN and BOAZ, or an Authentic Key to the Door of Free- 
masonry, with an appropriate Engraving; to which Is added, a List of all the 
I«Qdges in the World. Svo. sewed, 1*. 64.* 

Three distinct knocks at the door of freema- 

80NRY, being a universal description of all its branches, from its first rise to this 
time, as It is delivered at all the Lodgei • Plate, 8yo. tewed, U. 
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Jennings^ Dieii&nary of Usefid KiMwUdge, 
Family cyclopedia ; bein^ a Code of Useful and 

Ifecessary Knowledge in Domeiitie Economy, Agriculture, Chemistry, and the 
Arts; including the most approved Modes of Treatment of Diseases, Accidents, 
and Casualties. By JAMES JENNINGS, Esq. In one large Volume, 8vo. price 
\l, T«. in boards. 

This very useful work contains upwards of fourteen hundred closely-printed 
pages, comprising as much matter as is frequently contained in six ordiuary-siaod 
octavo volumes. The following are the opinions of the Reviewers on its merits :— 

•• As a book of daily reference the FAMILY CYCLOPAEDIA is really invaluable; 
It forms a portable Library of Useful Knowledge, of easy reference, and contains 
a great variety of information not to be fouud in other works of similar pretensions, 
and of greater magnitude.** 

•♦ It contains a large mass of information on subjects connected with the Domestic 
Economy of Life. lu matters of Science and the Arls, the selections are all from 
sources of the best authority, and treated in a clear and familiar manner. As a 
book of daily reference in the common concerns of life. Its great practical utility 
will, no doubt, ensure it a ready introduction, and a favourable reception in 
every intelligent family.** 

** The able manner in which this work is executed aflfords satisfactory evidence 
that the editor is thoroughly acquainted with the subject. It is a valuable 
tnuUum, inparvo.^* 



The SHOOTER'S ANNUAL PRESENT ; containingr PRAC 

TICAL ADVICE to the YOUNG SPORTSMAN, in every thing relating to the 
FOWLING PIECE and SHOOTING, and of Training POINTERS and SETTERS. 
Also full Instructions regarding a SPORTSMAN'S DRESS, and his Comfort, during 
the Shooting Season ; Natural History and Habits of all those Animals which con- 
stitute the Objects of Pursuit. Illustrated with Plates by Landseer, and numerous 
Woodcuts. By T.B. JOHNSON. Third Edit, neatly bound aud lettered, 9s. 

Mouhray on Poultry, Pigs^ and Cows. 
A PRACTICAL TREATISE on BREEDING, REARING, and 

FATTENING all KINDS of DOMESTIC POULTRY, PIGEONS, and RABBITS: 
also on Breeding, Feeding, and Managing Swine, Milch Cows, aud Bees. By 
BONINGTON MOUBRAY, Esq. Seventh Edition, enlarged by a Treatise on Brew- 
ing, on making British Winrs, Cider, Butter, and Cueesb, and Country Concerns 
generally ; adapted to the Use aud Domestic Comforts of Private Families. Just 
published, very considerably improved, and illustrated with new and original 
Drawings from Life, coloured from Nature, of the various breeds of Fowls and 
Animals. Is. 6d. cloth boards. 

** This is anqacstionably the most practical work on the subject In onr langiiage, and the infbrma- 
tloo 1b conveyed in plain and inteiligible terms. The convenience of a small pouilrj>y»rd ; two or 
, diree piga* witha breeding gow, and a cow tor cream, milk, butter, and cheese, in an English 
country-nonse, appears indifpensable ; and to point out how these may be obtained, at a reasonable 
expense, teems to liave been Mr. Moubray's object. He is evidently a Rood practical farmer, tho- 
roughly conversant with rural economy in all its branches; his book is written in a light, lively. 
Kitchener style; and, like ihe works of that celebrated gastronome, conveys, at least, as mocti 



smusemeDt as infbrmation. Were any testimony wanted, as to its practical utility, it would l>e 
found in the declaration of an eminent rural ecoiiomUt, Sir John Sinclair, who pronounces it * the 
best work hitherto printed' on the subject of which it treats. It is particularly calculated for the 
Colonies, Canada, aud United States, the West Indies, New South Wales, atid Vau Dieman's LaDd.** 
—■Farmers Journal. 



Every max his own brewer, a Practical Treatise on 
BREWING, adapted to the Means of Private Families. By BOMINGTOX 
AlOUBftAY, Esq. Price Is. sew ed. 
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A Valuable Present for Servant Maids, 

TeMALE SERVANT'S GUIDE and ADVISER; or the 
SKBVICB INSTRUCTQB. lUostraUd witb PUttt, czhibUing ttie Method of S^tOag 
out l>lnner Tables. Price S#. " ^^ 

rnils work has aa einphatical claim to the aaaeiioB of Maatera and MittrttMa^ M« 

Df its directions and Instructions, Serrantx are enabled to perform the varions occi»> 

Stioos of sorvlcelB as eMoient and latlsftictery manner, and are Informed of the me* 
ods of occasioning Larab Savings in the Management and Use of their Employee^ 
BoBsehold Property and Provisions : In fkct, it embraces the interests and welAiM of 
tile great family of Mankind~M ASTERS and SERVANTS, 

* By tbe present of a c«|>y of the w«rk to each of their terrsots, eiaploffers Bay Mfily iiliaUm 
OS ttae MTlag of many poands a year in their expenditiue.''-^7«iiiilM CMr2«r. 

Family dyer and scourer ; bein^ a Complete Treati» 

pa the Arts of Dyeing and Cleaning every Article of Dress. By WILLlAMTUCKEm 
tote Dyer and Scourer in the Metropolis. Fourth Edition, considerably improved 
4'« oo. bds. 

. * '1*1>« '^pily ^yer and Scourer* contsint macb ralaable infomalion relative to dyeing and«lM»> 
SSlf.!!!' ^V^^ ^' droM, wheUier made of Wool. Cotton, Silk. Flax, or Hair } aUo» BM C ndlttBdoir 
IjHtjitare, Carpeu. Heartli-ltaffs, Counterpane*, Bonnet*, Feather*. *c. In all of which a TCVgtoOB- 
■Merable*a«inf witt be obaerved, if tbe rote* laid down be adopted; a* It i* frequently fbreaa^ 
ttal clothe* aad furnjiare are thrown a*ido in a dhrty atate as uaateas, vbkb, by being dyed aad 
eicaiied* may be worn ot used much laager,*'— 7av«|o» ^avrkr^ 



* NealeU Noblemen and Gentlemen^ Seats. 

Views of noblemen and gentlemen's seats in 

SNOLAND, WALES, SCOTLAND, and IRBLAND. From Dnwiogs by J. P. NBALBi 

This work contalna a rich dlaplay of Arehlttctural boMity, tidccB f^om aoiM «f <li 
llneat apeclmens throughout the empire. 

The Platea are engraTed in the Line Manner by the First Artists, and accompanied 
with DESCRIPTIONS of the MANSIONS, and a Genealogical Account of the Pm^» 
piietors. 

This Series being now completed according to the orlglna] Intention, the Pnb1I« aae 
reapectfully Informed, that the Six Volumea, consisting of Four Hundred and Thirty 
Two Views of aome of the most splendidlif ansions of the United Kingdom, may be luuv 
price 2L 10#. each, half-bound; or in royal 4to. with Proof Impreaaiona of the Platet on 
lodla paper, price 4(, •adx. 

Second series of NEALFS views; Umg a Coutmuatiaa 

of the above Work, and consisting of such Views aa could not be contained within the 
limits originally prescribed! Including t a te ri o r as well aa Exterior Views, Lodges, Ea> 
trance Gates, Ac. &c. 

This Series comprehends Fire Volumes (and contains 800 Views,) price £3. Hk^ 
each Volume, half- bound; or in royal 4to. with Proof Plates on India Paper« prlqe 
4E».cech. 

NeALE'S six views of BLENHEIM, Oxfordshire : the Seatof 

Bis Grace the DUKE of MARLBOROUGH. With an H18TORICA L ACCOUNT of 
that iatereatlng EdiAce. and a Catalogue of the Pictures. In royal Sto. price 6t,, or . 
la 4to. Proofs on India Paper, 12«. bda. 

NeALE'S graphical illustrations of FONTHILL 

ABBEY. SIX VIRWS. With an Architectural and Hiatorical Description, and 
.Notices of Works of Art fbrmerly preaenred there } the Prices at which they W9fO 
-Mldt &c ftc. Beyol 8?e. price <le.f or 4to. Proofs oa India Paper, I2t, hd«. 
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Astrology, 

DiDICATXD TO SiK JOHV HSBfCBBU, BlET* 

SrRAMMAR of ASTROLOGY, containing all things necessary 
Cau:oi.atimo a Nativity, by common Arithmetic. By ZADKIEL THE SEEB. 

< This work -will enable any persdn to calculate his own Nativity, and decide ft>r 
himself, by the modern and improved rules of Astrology, how far that science \M 
true or false. The Author calls upon Men of Science to make the experiment^ 
believing that the character, disposition, fitness for any particular employment , 
and general destiny, may be foreknown by the simple rules laid down in this worik 
It contains the Nativity of liord Byron's Daughter ; and it is a curious fact that thljr 
^dv*8 mArrifige, which took place in June, ISSft, was fbretold in the GRAMMAR 
of ASTROLOGY that the event would happen at the period it really did. With . 
^e calculations given at length. Price 4*. ed, cloth. 



Tables to be used in calculating nativities; ooto. 

prising Tables of Declination, Right Ascension, Ascentional Difference, and PolaT 
^evation: also Tables of Houses for liondon and JUverpool. Computed b^' 
ZADI^l^UU, for the Graxhaa or Astrounit. Price 2$,%dU 

Lilly's introduction to astrology; being the whote 

of that celebrated Author's Rules for the Practice of Hoa&nr Astroloot ; whereiE 
the superstitions of the 17th century have been expunged, and the whole art 
rendered plain and familiar, particularly fitted for the use of learners, and 
accordant with the improved science of the present day. The easy Rules given in 
this Work will enable searchers after truth to decide on the reality of Astrology; 
by practising Horary Questions, in a few weeks. Edited by Z ADKIEI4, Author of the 
Grammar of Astrology, Astrological Almanac, Ac. 

N.B. The former editions of William Lilly's Astrology are long since out o^ 
print, and only to be met with at very high prices. This is printed flrom the edi- 
tion of 1647, and contains all the Schemes, Fac Similes of tiie Hieroglyphics of the 
j^Moun and Fin* of Loimoir, and a Portrait of the Author* 



ZaDKIEL'S almanack, and Herald of AsxROLOori con- 
taining Nativities of eminent Public Characters, numerous Astronomical Predic- 
tions of the Weather fbr every day in the year. Published aunually, price It. 



Future Events. 
RAPHAEL'S ROYAL BOOK of FATE; QUEEN ELIZABETH^S 

ORACLE of FUTURE EVENTS!!! With a lar^e Plate, containing Sixty.ftmr 
Mystical Emblems, relating to Riches, Love, Marriage, Happiness, Dreams fore- 
told, and all subjects of Fate, Chance, and Mortal Destiny. With Five Thousand 
Answers to the most important Questions of Human Life, performed in a simple 
qnd pleasing manner, by the art of Sortiligy, by Cards, and by Lots or Points, 

S vested of every thing that can render the suhject difficult; compiled from an 
d Ulumlnated Manuscript (belonging to the Earl of Essbx, who was beheaded fbr 
high treason in the reign of Bllzabeth), and which was known to have been con« 
aulted by the " Virgin Queen** and her Courtiers, on every momentous occasion. 
Edited by RAPHAEL, the Astrologer of the Nineteenth Century. Third Edition, 
to which is added, Rapharl's Nativity, by Zadki^l toi Sbbb, Author of the ** Graa^ 
mar of Astrology." M. plain, 6«. coloured. 
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BUFFON'S NATURAL HISTORY; 

OONTAimiH} 

THB THEORY OF THB BARTH — A GENERAL HISTORY OF MkV^-^W TBS 
3RUTE CRBATION—OF VEGETABLES, MINERALS, Ac. 

TrandaUdJirom the French, and interspersed with Nates, 

By J. S. BARR^ Esq. 

TO WIUeB is ADOKO, BY WAT OW A COHPLBTB SOPPLBMBBT, 

A NATURAL HISTORY OF BIRDS, FISHES, REPTILES, AND INSB^t^ 

With an Account of the Life of the Author, by CoNDORCEt. 

The present edition of BorroH*8 Natural History b illuttrated with Copper-plafee 
and Delineations, comprebending^ nearly 600 fi^ares of QoAoaoPBos, Birds, Fisnn^ 
Rbptilis, and Imsbcts, all drawn from life, engraved by Miltom, and accurately 
Coloured ftrom Nature. The work forms Sixteen Volumes, post octavo. Very few 
eomplete sets remain on hand, the price of which is &/. ld«. neatly boaad in cloth; 
or with Plates not coloured, 8/. \&s. 

Storers* Cathedral Illustrations, 

History and antiquities of the cathedrai. 

CHURCHES of GREAT BRITAIN : with complete Lists of Bishops and Deans. 

This valuable Work forms Four superb Volumes, comprising 98 Parts, llkM- 
trated with 367 Plates, Drawn and Eug^raved by J. & H. S. STORER. 

May he had by one or more at a time, as follow t—^ 

Rochester St. PauPs Ezete* 

Carlisle Lichfield York 

Bath St. Asaph's Durban^ 

Llnndaff Norwich 

Bristol Bancor 

St. David's Wells 
Each Cathedral illustrated by Bight highly-anished Views, and a Ground Plan, 

price St. in demy 8yo. 
A few Copies are printed in Quarto, with Prooft of the Plates on IndU Paper, 

price lis. each Part. 

Coxe*s Traveller's Guide to Italy. 
Picture of ITALY; a Guide to the Antiquities and ttafe. 

•ities of that lateresting Country; containinj^ Sketches of Manners, Society, 
and Customs ; with an Itinerary of Distances, and a Description of Rome, 
I^lorence, Naples, Venice, and their Environs. By U. COXB, Esq* Uluttriited by 
a Map and Plates. Price I2s, bound. 

IjAWS relative to LANDLORDS, TENANTS, and LODGBftS ; 

or, a Lbgal Guidb and Adviser to all Persons, in Takimo or LsmMo of LABOSi 
HoosKs, or Apartmbnts; giving Wabmibo, or Notices to Quit; Ejbctimow 
Bbizimg for Rbbt, Rbtaibs, Pteruass, Pabty Walls, Tazbs, Ac. Ac. ; with Mproved 
Forms and Precedents of Leases, Agreements, Assignments, Surrenders, Noticei^ 
Receipts for Rent, Ac; communicated in an easy and familiar mMver. By 
CUABJUg^ COOTE, Esq. Barrister-at-Law. Price S«. 6if. 

British Song Birds, 
A PRACTICAL TREATISE on BREEDING and REARING the 

CANARY-BIRD, as also Twenty other Species of British Song-Birds, including the 
Nightingale, Skylark, and Robin ; with every Information relative to their Natural 
History, Incubation, Ac and the Mt-thod of Managing both Old and Young Birds. 
Bv JOSEPH NASH. Second Edition, illuslrated with Eight Plates. Price be, 
pJaiivorSfr coloured. 
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HaRDWICK'S TRADER'S CHECK-BOOK and READY 

RECKONER; for findinfr at one View, the Amount of any Quantity of Goods Bought 

SSold >y the Hundred Weight or Ton, or by Tate or Measure of any kind. Al»«»» 
e OILMAN'S A8!^]8TANT; shewing the value of a Ton of Fish or Seai. Oii^ 
from One Farthing to One Pound per Gallon ; also, the Weight of any number of 
Gallons, ftrom One Gallon to Oue Tun. By R. W. WUITTON. Particularly adapted 
tor the use of 

GROCERS, OILMEN, I SOAP MANUFACTURERS, 

SUGAR RRFINBRS, I HOP MERCHANTS^ 

|RON.FOU^DERS, CHRESE MONGERS, 

TALLOW-CHANDLERS, | DRUGGISTS, ac. Ac. 

4iui oMjf Bu$ine$$ where Good* are Sold or Bought by the Great Hundred^ Tbn, 71(ile« 
or Mea$ur€. Price S». %d» bound. 

HughesU Miniature Ready Reckoner, 
KTeW universal ready RECKONER, or every TraderV 

Infallible Guide ; Miniature Edition, for the Poclcet, which carries tlie Fartbiuga 
and Halfpence farther than any other. By JOHN BETTESWORTH, Accountant. 
New Editiou, corrected, by T. HUGHES. U. bound. 



Bettsworth'g Tableg of Interest. 
Correct tables of interest, calculated from 

II, to 1000/. ; for One to loo Days, and for One to Twelve Months, at two, two and 
n half, three, three and a half, four, four and a half, and flye per cent, per annum. 
With Tables of Brokerage, and for valuing Annuities. By J. BETT^WORTU, 
AccCioptauU Improved, by J. GOODLUCK. 8«. 6^2. bound. 

IjEYBOURKE'S ready reckoner, or TRADER'S SURE 

SUIDE; containing Tables, exhibiting at one view the Amount or Value of aay 
unnber or Quantity of Guods or Merchandize, IVom One to Ten Thousand, at tliie 
various Prices,0-oiB One Farthing to One Pound. New and Unproved Edition. 
By T. HUGHES. Printed with large Figures. 9s. ed, bound. 

Mmrriage Regutert. 

Register of banns of marriage. Printed f*>r the use of 
Parish Churches, conformable to an Act passed 4 George IV. c. 76. 

f 4.f These Registers are nt^atly printed in Quarto, on fine thick velluio paper, 
Md sold bound, for the convenience of Parish Vestries. 

The Volume containing 800 Registers, neatly bound, price 7«. 

600 .^^ 18#. 

1000 18». 

loclmdlng a Copiooi Abstract of the Amendment Marriage AcU 

Oracle of health and long LIFE; or, Plain Rules 

Ipr tlie Prbsbrvatioh and Attainment of Sound Hraltb and Vigorous Old Agb : with 
Rational Instructions for Diet, Regimen, Ac, and the Treatment of Oyspepsy or 
Indigestion. Deduced from Personal Experience, aud the best authors on 
Dietetics, by MEDICUS. Price 6$. boards. 

** One page of personal experience is worth fulios of theoretical fancies^ or cUnioal 
eases,*' — Kitchiner. 

■ In no art or science does the truth of this sagacious remark more forcibly apply, 
and in none does it require to be sooner put in execution than'in that of medicine* 



C 



«<WehaTeBO besitacioo in pMsioff an uaqosliaed approval of this jndicioac, sensible, and aound 
Blame, and recoMmeiHliiif lt«tronglv to ibe attention of our enlightened reader*, by whom It wiV 
p re4d vltbifuicb profit and inktructioo."— Afm^A/y GaztUe ofUealik, for April, 1830. 
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A LETTER to the RATE PAYERS of GREAT BRITAIN oa 

the REPEAL of the POOR LAWS : to which Is subjoined, the Outline of a Plan fbr 
the AhoUtion of the Poor Rate* at the end of Three Years. By J. SEOWIOK, B^ 
Barrister at Law, late Chairman of the Board of Stamps. Price 5«. 

XiA W of TITHES ; adapted as a Practical Gui<le to the Country 

Obntlbmaw, Parson, aad Farmbr } comprising the Statutes, aod the leading Judiciid 
2>ecisioos of the Courts of Law } containing also Tithe-Tables, calculated upon thfe 
most equitable Terms of Composition for the Payment ef Tttlies upon Wheat, Rye^ 
CloTer, Hay, Turnips, Barley, Oats, Meadow-Hay, Cabbages, Beans, Peas, Potatoes 
Pasturage, Agistment, &c. By JAS. PLOUGHMAN, Tithe Collector and Valuatos. 4#. 



COTTAGER'S FRIENDLY GUIDE in Domestic Economt: 

eompiled for the use of the Industrious Poor. Price fid, or ^«. per dozen. 

<* We feel it oar daty to call on all percent who are interested in alleviating^ the aOlfcCtont, end 
etfmpentathif the prirations of their nuffbrhi^ femiw creatarea; on ail who would with to see a re»> 
toration of tbac right feeling uf one clat* of society towards another, on which their preserratfoii of 
social order depends— we call on all socb to rouse themselves from the culpable apathy which has 
hitherto restrained them from virtuous and necessary exertion^ to co-operate in the dIstriboiloD of a 
work sttch aa this, and to furnish means for the practical application of its useful lessons." 

SrUi$h PM-tMr*s Magdziut, Feb. OSt 

Rural walks of COWPER displayed iQ a Series of FIFTEEN 

VIEWS near OLNEY, Bucks ; representing the Scenery exemplified in C0WPER*8 
POEMS. With Descriptive Sketches, and a Memoir of the Poet*8 Life. The Plate* 
are engrared by J. and H. S. STORER, from Drawings taken by them on the Spel* 
Price, In 12mo. 6«.; and l8mo. At, 

Universal, commercial, and polite letter. 

WRITER ; or a complete and interesting Course of Familiar and Useful Corretpott* 
Oeoce. In Four Parts:— 

1st. BoucATiov.— Epistolary Rules j Obseryations on Style, Orammar^ ftc. } fii* 
structions for Addressing Persons of all Ranks; Forms of Complimentary 
Cards : Juvenile Correspondence, Sec, in a Series of Original Letters, fpom 
Parents, Teachers, Pupils, &c. 
tod. Business.— Useful Forms in Law, Forms of Bonds, Indentures, Deeds, Letleis 
of Attorney. Wills, Petitions, &c. : in a Series of Letters from MercbaDta« 
Tradesmen, Creditors, Debtors, &c. 
Ard. MiscBLLANKOus.— Public Correspondence on various Topics, partly origtoid 

and partly selected. 
4th. Familiar Sub^bcts, Love. Courtship, Marriage. &c. 
Adapted to the use of both Sexes. By the Rev. JOSEPH POTTS, MJk. 2»*^d, bp«n4» 

JOHNSON'S SPORTSMAN'S C YC LOPiED I A ; 

comprehending the Scientific Operations of the Chase, the Course, and of all those 
Diversions and Amusements which have uniformly marked the British cW-acter, and 
tvhich are so extensively pursued by the present generation ; includiug^^ Natural 
History of all those Animals which are the objects of pursuit : with illustrative Anec- 
dotes. By T. B. JOHNSON, Author of the ** Sbooter^H Companion,'' &c. In one large 
volume, 8vo. illustrated with numerous highly^finished and embleniatical Engravings* 
price dls. 6d. bound in cloth } or in 12 Part:), price 2«. 64. each. 

The Alphabetical Arrangement of this work will afford every facility to the reaAei^ 
and lU leading features will be found to contain the whole art of HORSEMANSHIP, 
or the Science of Riding.— The DOG, in all his Varietien, with his Diseases, manner of 
Cure, cind the mode of Breeding and Training him for the different Pursnits ; Dfareo* 
ttons fur entering kounds and HUNTING the Fox, Hare, Sta|r> &c— The Sdeafce and 
Practice of SHOOTING FLYING ; as well as every information relative to the nse of 
tbe FO^^'LING-PIECE.-COURSING : with Notices of celebrated Greyhounds.— 11m 
HACfif^OURSE, with Its Operations, in all their Varieties; of Breeding and Tralnintt 
the Racer i with particular Notices of the most dbtingulshed Running Horses.— Ttfi 
COCK-PIT, and Management of Game Cocks.— The whole 9rt of ANCkUNQ ati4 
SiaOLUO* in aU their different forms, Ac, r" ^ ^ ^ 
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Dickson's Law of Wills and Executors, 
Jmt pablislied, a New and Improved Edition of 

Plain and practical exposition of the LAW of WILLS ; 

with necesMuy INSlTRUCTlONS and usefol ADVICE to TESTATORS, EXECU- 
TORS, ADMINISTRATORS, and LEGATEES; and of tUe Conrcqnenees of In* 
testacy; also. Directions respecting the Probate of Wills, and the lakinr oat 
Letters of Administration; the Method of obtaining a return of the Adminlstra. 
tion and Probate Duty, if overpaid ; and Forms of Inventories to be taken by 
Ezecntors; with Precedents for making Wills, Codicils, Republications, &c. 
By &f CaARD DICKSON, Esq. of the Honourable Society of Gray^i Inn. bi, 6d» 

Critical opiniaiu of this Work* 

** We knim bo qacstlos of cosdbod book oocarrence that cso be propoeed, i»r which Mr. DIbheoQ 
hM not prorlded soMeJadicioq* sdv.ice, if not « satisfactory answer."— /mpcrlal Mmg. May 1690. 
^ Consctentloss Testators aiH Execstors will be thaokrol for the usefal and valoible ioifonnatioo 
OphtaiDCd in this little book.**— AfMUAly RepoiUory, June 30, 1830. 

** W« regard Mr. Dickson*s publication as a book whkb no family of the lowest grade of Society 
ihpvld be wftboot.**— iV#w Baptiti Mmgaxine, Aug. 1830. 

** We nfcomroend tbis volnme to the lawyer and general readv as a asefol and raloable poblles- 
don.'^4^«iiwi, AprU M, 1830. 

Williams* Ecclesiastical Law. 

IjAWS RELATING . to the Clergy ; a Useful and Practical 
ide to the Clerical Profession in the Legal and Canonical IHscharge of their 
Duties, forming a Body of Ecclesiastical Iiaw; with Instructions for Candidates for 
Holy Orders, and the Papers, Certificates, Testimonials, Ac. necessnry to be seat 
to the Bbhop on being ordained Deacon and Priest; on Appointments to Curacies 
iD^d Lectureships, and on Instruction to Benefices; together with the Fonn#*of 
Certificates of Residence, of Petitions for License of Non-residence, Ac. By ttie 
Ror^ D. WILLIAMS, M.A. late of Christ-Church, Oxford. One large toI.'Sto. Ms. 

*«* The very flattering opini<m expressed by n a Dignitary in the Church, of 
tlie utility and execution of this Work, embolden the Publishers confidently to 
recommend it to the Clbrot of the British Dominions. In thb Edition* numerous 
heads of Eecleilastical Lav are inserted, which are not to be found in any Hmilar 



Shawns Domestic Lawyer, 
Every man his own lawyer ? a Practical and Popular 

Bzposition of the Laws of Eroland: containing the requisite Legal Information 
relative to every possible Circumstance and Situation in which Persons can be 
placed in the ordinary occurrences of Trade and Social Life. Particularly those 
relative to 

Landlord, Tenants and Lodgers, Arrest and Distress* 

Marriage, Seduction, Adultery, Divorce, and Bigamy. 

Husband and Wife, Parent and Child , Guardian and Word. 

Wills and Codicils, Executors, Administrators, and Legatees. 

Auftioneers, Appraisers, Contractors, Principal, Agent or Factor* 

Cwrgy, Churchwardens, Overseers, Constables, Highway, and Poor. 

Insurance on Lives, Fire, and Marine. 

Partnerships, Masters, Apprentices, Servants, and Workmen. 

Felonies, Forgeries, Embezzlement, and Blasphemy. 

Bankrupts, Insolvents, Trustees, and Bills of Exchange. 

Hawkers and Pedlars, Carriers, Warehousemen, and Wliarflkifferf. 

Average, Arbitration, Award,and Set-Off. 

Real property. Innkeepers, and Game Laws. 

Including the important AcU of last Session. By JABfES SHAW, Esq. 
Price 9», bound in cloth. 

IShAW'S constable & POLICE-OFFICER'S COMPANION 

and GUIDE; containing the Duties, Powers, Responsibilities* IildeilUllty» Rviftm- 
^ratioOf and Expenses of those OiBcers* Price 4«« 
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Sikes^s Poems and Hymns. 
Hymns and poems on VARIOUS SUBJECTS, adapted to tlie 

Cepaciiiea of Youths By S. SIKBS, Second RdiUon. Price 3«. bound. 

t4.f These Hymns and Poems, the object of which is to implant In the yoathfnl 
mind the love of reli^on and virtue, are calculated for more adTanced years 
Hian Or. Watt8*s Divine Songs for CUIdren, and intended as a Sequel to them. 

Dr. Robinson^ s Complete Body of Divinity. 
Al theological and ECCLESIASTICAL DICTIONARY, 

servinr at once fts a CYCLOPJBDIA of REFERENCE on all RELIGIOUS SUB- 
JECTS, and as a (KNERAL NOTE-BOOK to the HOLY SCRIPTURES. By JOHN 
'ROBINSON, D.D. Rector of Cliflon, Westmoreland, Author of Arch jbox.ogia Gajbca, 
MoDBRM H^sToa Y, HisTORY ov Bnolano, Ac. Ac. Ac In One large Volume Svo. priee 
98^. clolh. 

* The high and authorative character of this work bavinf assured the sanction of 
the roost eminent Scholars, and the highest Ecclesiastical Dignitaries, a new, re- 
vised, amended, and enlarged Edition has been prerpared ; and, for general 
economy in the printing, and for indefinite circulation, at a moderate cost, it has 
been correctly stereotyped. 

Palmer^ s Family Prayers. 
Collection of family prayers from the Devotional 

WRITINGS of BAXTER, WILLISON, WATTS, HENRY, BEN NET, DODDRIDGE, 
aod^thers, with various occasional Forms, Selected and Revised by the late Rev. 
^StPAIjMER, of Hackney. Second Edition. Price 8«. 6il. bound. 

Mason on the Lord's Supper, 
The christian communicant -, or, a auitable Companion 

to the LORD*S SUPPER : containing MEDITATIONS on every part of the Liturg 
used by the Church of England at that DIVINE ORDINANCE. By W. MASON 



to the LORD*S SUPPER : containing MEDITATIONS on every part of the Liturgy 
used by the Church of England at that DIVINE ORDINANCE. By W. MASON, 
Bsq. With a recommendatory Preface, by the late Rev. WM. ROMAINE, M.A. 



A neir Edition, revised and corrected by the Rev. H. C. MASON, A.M. price 
Sf. 64. silt and lettered. 

** Feed on the Lord Jesus Christ io thy heart by faith with thsnktfflTfair.*' 

Also, by the same Author, 

TPaRLOUR PREACHER; a Pack of Cards, for all wko are 

determined to win Christ. Price U. 

JSeLIEVER'S pocket companion, or One Tbin^ needful 

to malce Poor Sinners Rich, and Miserable Sinners Happy. U, 6A booodb 

XjETTERS to a D rSSENTING MINISTER of the Congre^tional 

Independent Demomination, containing Remarks on the Prindplet of that 8ect» and 
the Author's Reasons for leaving it, and conforming to the Church of England. By 
tbe Rev. M. A. GATHERCOLE, Cuirate of Cleasby, near Darliogton. Price 4«. Cii. 
This woric completely demolishes the whole system of Dittentk 

■' The scute and well-informed antkor of thtt voiasie hsi presented us with so many sodsocwrloiu 
itlttstrationft of tbe workior of the principles of dissent, from his own kaowledte, tbac his hook osffhc 
tA hef eoersUf fcnown.*'-%rili«A Mmg, ■- ' *^ » -• 

" The friends of tbe Charch woald do neat terrice to tbe pablic by circolatlog this boelu U has 
«fe*ted SB immeBte seatatioa whererer It hu been read.**— AirwCM<ff JwrtwU 
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FenelorCs Manual of Piety ^ translated hy 3frg. if ant. 

Blci^mtly printed, In a neat Pocket Volume, and embellished with a new Portrait, 
p.rice.s#. in boards, or 9t.b»un«i and ff ilt, /ormlnff H Tery nulable Present t&t 
Younif Persons, or as a Re ward 'Book in Schools, 

Manual of piety ; containniar PIOUS THOUGHTS con» 

ceminy the KNOWLEDGE nnd IX)VE of GOD; DIRECTIONS for a HOLT 
lilFE, and the ATTAINING CHRISTIAN PERFECTION; and PIOUS RBPLBC 
TIONS for EVERY DAY In the MONTH. Translated firom the French of Ftau^x- 
Archbishop of Gainbray, by Mrs. Mast. 

, %* For the aecommodation of the Public, the itbore little Books ure aoldoep^ 
rately, price 1«. each in boards, or 3«. la imitation of morocco. . 

I.FeNELON'S PIOUS REFLECTIONS forEVEftY DAY in th^ 

MONTH. Translated by Mrs. MANT. Sixteenth Edition. To which It added. ft 
Sketch of the Life of the Author, and a Father's Advice to his Son. 

A Tery neat Edition uf the Pious Reflections, with appropriate Poetical Uku* 
trations to each Day, printed on large post paper, 8s. 6tf. bound and gilt. 

3. FeNELON'S PIOUS THOUGHTS coBcernittg the know* 

LEDGE and LOVE of GOD, and other Holy Exercises. To which are added QH 
RECTIONS for a HOLY LIFE, and the ATTAINING CHRISTIAN PERFECTION. 

\^ These much-esteemed little Manuals of the Archbishop ot Carobray hare 
been very favourable received by the Public; and the Publitthers l>elnp cjesirotti 
of extending their circulation to the fullest possible extent, take leave to recede 
mend them as a suitable Book for Present* or Distribution to the Cleii^ anA 
Heads of Families, at lOs, 6d. per Dozen, in boards. 

tit Be partimlar in atktngfor, or ordering, the Edition trantUUed Agr Mrs, UAXtt^ 
and^vbU9hed by SHER WOob and CO, ^ 

Harfs HymnSy Genuine Edition. 
Vew and beautiful Miniature Edition, price Is. Bd.or neatly bt^umd in roaa,^^ 

Hymns, composed on VARIOUS SUBJECTS, \rith the Authoi^i 

Experience, the Supplement, and Appendix. By the Rev. J. HART^ lute Minist» 
df the Gospel in Jewin-Street. 

*«* The attention of the public is particularly called to this new and beauti* 
fhl Edition of Mr.HART^ Hymns, and the publishers be|t to inform those Cong^re* 
gations which use his Collection, that this is the only Edition in which the poget 
are printed according to the Author's Originnl Arrangement; a circumstance of 
great imiiortance — In giying ont the Hymns for nubile worship. As this Bditioit)a 
printed under the authority of the Authoi^s Assignment, the public will please 
to notice that all other Editions, except— SHERWOOD'S, are spurious. 

Williams' bible exercises ; or, Sunday recrea* 

TIO^S. Price It. 6d.-KfiY to Ditto, «r. 

Pullished Annually. 
GENTLEMAN'S RECREATIONS for the YEAR : an Almanach 

of jrreat usefulness, instruction, and entertainment; containing, besides a fuller 
Calendar than any yet extant, much curious and valuable iufbrmation, domestla 
and rural, practical, legal, and commercial, arranged daily and monthly thrnngb« 
out the year ; vis. OocupatioM of a Gentleman Farmer; of business to be done i^ 
the Homestead, the Crop, Flock, Garden, and Stable ; Remarks on the Weatbef, 
on Self-management, and the advancement of Personal Comforts. A Digest of tbft 
Acts of general importance, and a series of profitable inveptions connected wU|^ 
the ArU of Life. By SENEX DEVON, Yeoman. With woQdcuts, pricf !<• 
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This book should be returned to 
the Library on or before the last date 
stamped below. 

A fine of five cents a day is incurred 
by retaining it beyond the specified 
time. 

Please return promptly. 
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